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19 COLOUR CHANGE 
21 SIGNALS 
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10 FROGGER 
13 PHOENIX ATTACK 
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28 PANIC 
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35 TWIGGY 
41 CODE BREAKER 
48 WEREWOLF LAIR 
51 EMERGENCY STOP 
54 DOORS 


SPECTRUM 

8 SNAKE 
11 OVERLOAD 
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24 WIMBLEDON 
27 PARACHUTE DROP 
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38 BRICK-A-BRACK 

39 DEPTH CHARGE 
42 GRAND PRIX 

47 PLONS 

50 GUIDED MISSILE 
53 GANGSTER 


To help with entering graphics characters we have adapted a system of writing the characters for the ZX- 
81. We indicate inverse characters by the letter i and graphics by g, so that an inverse letter W is shown as 
iW and the graphics character on key 6 is denoted by g6. 

Spaces are shown by sp and inverse spaces are isp. If some occur together, for instance a row of six spaces, 
they arc shown by 6 ★ sp and where there is a combination of characters each one is divided by a colon, 
thus sp:isp:6*g6 means a space followed by an inverse space and then six characters on the 6 key. 
Where whole words arc written in inverse letters they appear in the listings as lower-case letters. 

In the Spectrum listings, letters to be entered in graphics mode are underlined, while other graphics 
instructions are underlined and take the form shown above, with the addition that inverse graphics 
characters are represented by the letters “ig". 
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Play in the big league 
— with only the best, 
newest programs! 

We’ve searched for brilliant new program sources throughout 
the U.K. and North America to find an exciting collection of 
new games — and business programs — many of which 
cannot be bought by mail order from any other source! 

Every month, we'll be adding to our catalogue to bring you the 
best of new games, new business, educational and household 
software. And the good news is — we’re specialising in 
programs for your Sinclair! 

With our special new deal — you just CANT GO WRONG. 

* A free offer every month [this time it’s a free blank 
C20 cassette with every two games ordered] 

* A money-back guarantee if you’re not entirely 
satisfied with your purchase — that's how confident 
we are about the quality and value! 

All you have to do is look at our first HOT selection, then order 
quickly to be among the first to own these games of skill, 
intelligence and excitement (fast delivery is another of our 
specialities — so you could be usinq these new proqrams 
SOON] 

FREE BLANK C20 COMPUTER CASSETTE 
WITH EVERY TWO CASSETTES YOU ORDER! 

Remember there's no limit to the number of free 
cassettes you receive if your order justifies them — so 
why not get together with friends or user group 
members and share the freebies? 


Order with c°niP|ete “nhden^ce^^ 
not entirely satisfied w ^ wjthjn 7 
rysTd^will provide a replacement. 


GREAT VALUE! TREMENDOUS SELECTION! PLUS A FREE 
OFFER EVERY TIME! 

Fill in the order form right away — we’re guaranteeing fast 
delivery, quality and satisfaction (after all, we want you to 
come back for more!) 

The Software Workshop, Yew Tree, Selborne, 

Hants GU34 3JP 
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Here’s a whole NEW selection of 

the latest games, the best-value software 

for your ZX-81 or Spectrum. 


ZX81 Software 

1-01 Stock Market 

Buy and sell your way to miSions! 

16K RAM 

£3.95 

1-02 Football League 

First division fun for the soccer 
enthusiast. 16K RAM 

£3.95 

1 -03 Test Match 

Match your wits alongside the 
superstars. 16K RAM 

£3.95 

1-11 Arcade Action 

Overtaker/Missile Man/Space Fighter/ 
Pilot/Greedy Gobbler /Extra Terrestrial 

IK 

£4.95 

1-12 Avenger 

Avoid missiles and bombs to become the 
ruler 16K RAM 

£4.95 

1-13 Protector 

Defend your own ship from onconvng 
attackers 16K RAM 

£4.95 

1 *21 Football Manager 

Manage your team through a hectic 
league season! 16K RAM 

£5.95 

1-31 Comp-U-Share 

Investment management program for 
unit trusts, shares and loan stocks. 
Complete documentation included. 

16K RAM 

£9.95 

1 -32 Comp-U-Tax 

Accurate personal income tax calculator 
for 82/83 tax year. Ful documentation 
included. 16K RAM 

£9.95 


Spectrum Software 

2-1 2 Awenger 

(Seel 12 under ZX811. 48K RAM £4.95 

2-13 Sentinel 

Guard your mother ship against alien 

attacks. 48K RAM £4.95 


2-14 Meteor Storm 

Spectrum version of the ever popular 
arcade game. 16K or 48K RAM 

2-15 Star Trek 

Popular space program brought to life by 
excellent graphics. 48K RAM 

2-21 Frogger 

Manoeuvre the frog across the road 
avoiding heavy traffic 48K RAM 

2-22 Crazy Balloons 

Guide Die balloons round the maze 
without bursting 48K RAM 

2-23 Arcadia 

The expert's version of the popular 
Invaders' game 16K or 48K RAM 

2-24 Golf 

The finest of golf handicap games 
48K RAM 

2-25 Test Match 

More exciting than the real thing! 

48K RAM 

2-26 Derby Day 

This favourite has to be a wavier 
48K RAM 

2-27 Rescue 

Rescue the Prncess from marauding 
patrols. 48K RAM 

2-28 The Orb 

Discover the Orb in the depths of the 
temple but watch the monsters. 

48K RAM 

2-29 Jackpot 

The harmless way to take on the one- 
armed bandit. 48K RAM 

2-31 Football Manager 

See 1 21 under ZX81 48K RAM 

2-41 Comp-U-Share 

See 1 31 under ZX81 48K RAM 

2-42 Comp-U-Tax 

See 1 32 under ZX81 48K RAM 


£4.95 

£4.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£5.95 

£6.95 

£9.95 

£9.95 


[*To: The Software Workshop, Yew Tree, Selborne, Hants GU34 3 Jp"| 

1 I wish to order the following programs. I understand that: 1 


* I will receive a FREE blank cassette with every 2 programs ordered 

* I can return products within seven days if not entirely satisfied and 
receive a full refund or replacement programs to the same value. 


Ref No 

Qty 

Title 

Price 


























Postage, packing and handling: add 45p for the 
first cassette, and 25p for each additional 
cassette. Non-UK orders add extra 50% 

I enclose a cheque/postal order for_ 

Name_ 

Address_ 


(Allow 28 days MAXIMUM FOR DELIVERY] 


Total 
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GAMES AND PUZZLES 


16K SINCLAIR ZX81 


NOWOTNIK PUZZLE 

OTHER DIVERSIONS 


T*y fTi^rip A OO /"Y A ni T M t o ^ e P l ^ FREEPOST EM463 (No stamp) 
PHIPPS ASSt If I ATFS 172 Kingston Road, Ewell, Surrey KT190BR 
A AAAA A ° AOkJWUmiiO Telephone 01-393 0283. 24 Hour answering. 
Prices include postage (outside Europe add £ 1.00 per item). Access and Visa cards welcome 
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POCKET BOOK 


You an: a Knight ofCamdot, 
searching for Merlin’s lost 
treasure. On your way you 
will discover the Witches' 
Power, rescue a Princess 
held by the wicked Wizard 
of Trill. £4.95 


The traditional game with 
superb screen presenta¬ 
tion. Score points by 
making the two ends add 
to a multiple of five or 
three. The first one to 
reach 72 points wins. 

£4.95 


Send SAE for full list. 


rhe computer breaks and 
shuttles a two by two col¬ 
oured square, whilst you 
watch the moves it makes. 
You must then unscramble 
it to re-asscmble the onginal 
squares. Machine coded. 

£4.95 


lor the ZXSI. three 
adventures - black and 
while text. Magic Moun¬ 
tain. Pharaoh's Tomb. 
Greedy Gulch. Superb 
value for money. £5.00 


The tape of the book. 9 
I K programs and 10 for 
I6K including Ski run. 
Alzan, Jaws and Wumpus. 

£5.00 

Book available separately 
£5.95 


LYNDENHURST LTD 
Any Spectrum 

MAGIC WORM 

£ 4.95 


Accept the challenge of guiding Magic Worm 
on his journey to the secret cavern. Use your 
skill and nerve to overcome the many 
obstacles you will meet along the way. 
Complete the dangerous journey into the 
cavern and overcome the final challenge of the 
bottomless pit and the game is yours! 


Please send cheques/P.O.'s/cash to 

LYNDENHURST LIMITED, 

38 ASHLEY ROAD. LONDON N19 3AF 

Overseas orders £5.95 per cassette. 


AT LAST.... 

From MACQUILLAN ELECTRONICS Comes 

MONICRON 

THE ONLY INDISPENSABLE ADD ON FOR 

SINCLAIR ZX8I& SPECTRUM 

LOAD programs first time every- 
MOWtRbN' time via VU LEVEL METER 

<J“"i Q SAVE via isolating push-button. I 

? , i( „ Q •' RECORD speech by built-in MIC 

6 ,rw AMPLIFY Spectrum Squeak by 

built in amp: & SPEAKER 

O RESET crashed programs with 

• •**••• power ON-OFF switch. 

•%»•• u monitor tape contents. 

CUE program start etc, 

ALL FUNCTIONS WITHOUT DISTURBING A 
SINGLE PLUG! 

Saves time, tempers worn sockets' ONLY £14-95 pius£ioop+p 

From MACQUILLAN ELECTRONICS 

72 MERE ROAD. WIGSTON. LEICESTER. 

ZX8I model has tapc'remotc*switch - state model when ordering. 












I HAVE recently bought 
your August edition and 
when my mum brought it 
home I snatched it from her 
bag and quickly set up my 
Spectrum and switched on. 
As my eyes whizzed through 
the contents they fixed on 
one particular program, 
Spccvaders. Without wasting 
a second I pressed RUN and 
ENTERed it. Would it 
work? Five minutes later I 
had my verdict. What a great 
game; I must write to Sinclair 
Programs and tell them my 
views. Congratulations to 
Tim Shaw, author of Spec- 
vaders. 

Ian Simkins, 
Stockport, 
Greater Manchester. 

Cricket 

IN the July issue of Sinclair 
Programs the program Crick¬ 
et has a serious disadvantage. 
Key 8 can only be useful on 
an average of one in five balls 
whereas key 5 can be useful 
on average for four in five 
balls, so it is policy to keep 


the finger down on 5. What is 
needed is a signal to tell you 
when key 8 is needed. Then 
when you play you have to 
wait for the last possible mo¬ 
ment before missing a key so 
as not to miss the signal. 
That brings an element of 
skill into the game. 

To equate the duration of 
the signal to the choice of 
skill level it is necessary to 
change all the ‘ds’ in lines 12 
to 17 because another vari¬ 
able ‘d’ appears later in the 
program. 

I suggest the following 
alterations:— 

ds in lines 12 to 17 
changed to Is 

Line 135 IF n= 10 and y= 16 
THEN PRINT AT 13, 17; 

PAUSE 7*(4-6) + 10: 
PRINT AT 13, 17; “ ” 

A Ferguson, 
Middlesbrough. 

Worm game 

IN Sinclair Programs March/ 
April, 1983 edition The 
Worm Game says that the 
best score was 150,490. I 


have scored 151,105, which 
would be a new record and I 
completed stage 7 successful- 

>y- 

Stephen Harris, 
Chilwell, 
Nottingham. 

Labyrinth 

I AM WRITING to inform 
you of a few errors in the 
program Labyrinth listed in 
the August edition of Sinclair 
Programs. On running the 
program it is seen that when 
looking west or south a mir¬ 
ror image of the correct view 
of the image is seen — i.e., 
the left-hand side of the 
image appears on the right 
and vice versa. That is cor¬ 
rected by altering the follow¬ 
ing lines from: 

560 IF a(x + d,y-l)= THEN 
GO SUB (i* 10)+2110: 

GO TO 580 

580 IF a(x + d,y+1)= 1 
THEN GO SUB 

(i*10)+2110: 

GO TO 600 

830 IF a(x-l,y+d)= 1 THEN 
GO SUB (i* 10)+ 2060: 


GO TO 850 

850 IF a (x+ l,y+d)= 1 
THEN GO SUB 
(i*10)+2110: 

GO TO 870 

560 IF a(x + d, y+ dl )= 1 
THEN GO SUB 
(i* 10) + 2060: GO TO 580 
580 IF a(x + d,y-dl)= 1 
THEN GO SUB 
(i* 10)+2110: GO TO 600 
830 IF a(x-dl, y + d )= 1 
THEN GO ' SUB 
(i* 10)+2060: GO TO 850 
850 IF a(x + dl, y + d )= 1 
THEN GO SUB 
(i* 10)+2110: GO TO 870 
I should also like to know 
if you pay anything in addi¬ 
tion to the £10 paid for the 
copyright of programs pub¬ 
lished in the magazine. 

D C Hill, 
Stourbridge, 
W. Midlands’ 

• Thank yon for your im¬ 
provements to Labyrinth. On 
the question of payment the 
only extra amount we pay is 
the £20 for Program of the 
Month. 


ERRORS AND 
MISHAPS 



T HE END of line 700 was omit¬ 
ted from Invaders—August, 
page 8. It should have read: 

700 PRINT AT 4,0; “32*sp)” 
Labyrinth—August, page 30—was 
labelled wrongly as a 16K Spectrum 
program. It uses over 12K and is only 
suitable for the 48K machine. On the 
48K machine the “£” signs in lines 
1100, 1110 and 4050 should be altered 
to the hash sign “ # ”. 

Poker-August, page 35— was diffi¬ 
cult to read in places. 


Lines 3000 to 3045 read: 

3000 DIM n( 13): DIM e(4): DIM r(9): 

LET r(l)= - 1: LET s = 0 

3002 FOR i=l TO 5: LET 

n(v(i))=n(v(i)) + 1: LET 

e(t(i))=e(t(i))+ 1: NEXT i 

3005 FOR i=l TO 13 

3010 IF n(i) = 2 THEN LET 

r(l) = r(l)+l 

3020 IF n(i)=3 THEN LET r(2)= 1 
3025 IF n(i)=4 THEN LET r(6)=l 
3030 NEXT i 


3040 FOR i= 1 TO 13 
3045 IF n(i)< > 1 THEN GOTO 3060 
Lines 1704 to 2502 read 

1704 NEXT m: GOSUB 1050 

1705 NEXT i: RETURN 

2000 DIM j(5): LET 1 = 1 

2001 RETURN 

2500 FOR i = 1 TO 5: IF j(i)=0 THEN 
GOTO 2502 

2501 LET f=7: LET p = 3*i-2: LET ‘ 
x = i — 1: GOSUB 500: GOSUB 559 

2502 NEXT i 
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10 GO SUB 9000' GO TO 1000 
20 DEF FN 9<>=INT <<PEEK 23672 
+256*PEEK 23673+65536*PEEK 23674 
)/50 > 

30 LET £s~0 ; LET c*-"Nobody" 

40 PAPER 6 ! INK 1- BORDER 1' C 
LS 

50 LET t-O• LET s=0 - LET a«10- 
LET b fe 10 • LET f*-""- LET 2 -l ’ L 
ET m=5- LET a*»"8"* LET b$-a*• D 
IM *C35>’ DIM y< 35 > • GO TO 170 
60 LET f-INT <RND#9>+1« LET d« 
INT <RND*16>+3 ! LET c-INT <RNP*2 
7 >+2 

78 IE SCREENS (d^K)" " THEN 
GO TO 60 

30 IF SCREEN* < d,e+2>< >" " THE 
N GO TO 60 

90 IF SCREEN* (d+Lc+l)<>" " T 
HEN GO TO 60 

100 IF SCREEN* <d+2, e >< >" " THE 
N GO TO 60 

110 IF SCREEN* (d+2^+2)<>" " T 
HEN GO TO 60 

120 PRINT AT d, e; INK RND*4; '*#=# 

# ; AT d+1, e; 1NK RND*4; "4*"; f; 

;AT d+2,e; INK RND*4;W• RETU 
RN 

160 PRINT AT d,e.i" " ; AT d+l,e 
)" ";AT d+2,e;" "• RETURN 

170 PRINT AT 0,13.! FLASH l.:''SNA 
KE"; FLASH 0 

180 PRINT AT 2,0.; "aaaaaaaaaa-?.a5. 
3. 3 ■?. 3. A 3. a, a 3 -313.a -3.3. -3. -3, a -3, a 7 1 
190 FOR n~3 TO 20‘ PRINT AT a,Q 
; I NK RND*3; " a "; AT a ,31; " 3 ." • NEX 
T n 

200 PRINT AT 21,0;" aaaaaaaaaaaa 
a a a a a a. a a a a a a a a a, a a a a a ' 1 
210 PRINT AT 1,1; INK 0;"SCORE ! 

") AT 1,11; INK 1; "TIME • "; AT 1,20 
) INK 2;ss;" BY ";c*; 

220 POKE 23674,255 POKE 23673, 
255- POKE .23672,255- GO SUB 60* 
GO TO 280 

240 LET 2 «z+l • IF z~fi THEN PR IN 
T AT x<z>,y<7>;" "« LET z”l ■ LET 
m=rn+< 1 AND m< 35 > 

250 LET t»FN 9< .V PRINT AT 1,16 
it- IF t >»180 THEN CO TO 600 
260 BEEP .001,40 
270 PRINT AT a,h; INK RNPY4■"f " 

• LET b*~a* • PRINT AT x<z>,y<z>j 

280 IF INKEY*-"" THEN LET b*~a* 
290 LET a*-INKEY* ! IF a*<>"8" A 
ND a*<>"7" AND a*<>"6" AND a*<>" 
5" THEN LET a*=h* 

300 IF a*~"5" THEN LET b-b-1■ L 
ET c~2 

310 IF a*-"6" THEN LET a-a+l• L 
ET c*3 



ET c~ 1 

330 IF a*-"8" THEN LET fcr-b+1 • L 
ET c-0 

340 LET x<z>-a- LET «<z>«b 
350 IF SCREEN* < a, b >-" 4 ^" THEN G 
0 TO 400 

360 IF SCREEN* <a,b><>" " THEN 
GO TO 700 

37G IF RND>.98 THEN GO SUB 16© ■ 
GO SUB 60 

380 PRINT AT a,b;CHR* (145+c > 
390 CO TO 240 

410 PRINT AT a, b; CHR* < 145+c > 
420 LET s~$-l INK 1 • FOR fl“f T 
0 O STEP -1• LET s« s +l= BEEP .00 
G,m+30• PRINT AT l,7;s* PRINT AT 
ci+l,e+l irr NEXT n 
440 GO SIJB 160 : PRINT AT a,b;CH 
R* <145+cV FOR m=0 TO 20- NEXT 
rr GO SUB 60- GO TO.248 
600 FOR fl-60 TO 30 STEP -1 : BEE 
P . 1, a * NEXT n 

605 PRINT AT 2,0; FLASH 1; INK 
2;"GAME OVER" 

610 IF s>•=•=. THEN PRINT AT 3,0; 
FLASH 1;"NEW HIGH SCORE" ! LET ss. 

GO TO 630 
620 GO TO 650 

630 INPUT " IaPulL you.r flame";c* ! 
IF LEN r*>7 THEN GO TO 630 
650 INPUT "ANOTHER GO ?";d*= IF 
d*-"Y" OR d*- " y" THEN GO TO 40 
660 STOP 
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V ARIOUS NUMBERS appear on over your tail or hit the edges of the Snake was written for the 16K Spec- 
the screen. Running over a num- playing area. trum by John Williamson of Moreton 

ber will add it to your score. Your As the game progresses your snake Morrell, Warwickshire, 
brightly-coloured snake is controlled becomes longer, making your path more 
with the usual cursor keys. Do not run circuitous. 


706 PRINT AT a, h ; GHR* <145+0 
710 FOR n-30 TO 1 STEP -l ■ BEEP 
. 1 , r ,' NEXT n • GO TO 650 
1O00 BRIGHT 1- PAPER 6' INK 2' B 
ORDER 6■ CLS 


1020 PRINT AT 
ASH 1;"SNAKE". 
1040 PRINT AT 
)AT 5,8; OVER 
106O PRINT " 
lied ~SNAKE'- 
e the numbered 
•= e you.r sccihe 
f Points 
e boxes." 

1070 PRINT "• 
ou control 
eys 5/6,7,8 
longer and 
1090 PRINT £0; 
USE fe¬ 
ll 00 LET c-26- 
GO SUB 76 


2,12; BRI GHT 1; FL 

50 8; "INSTRUCTIONS" 

i ■ •• _« 

’'" In this 9ame ca 
you. have to bit 
i boxes to increa 
by the amount o 
d l sP l ay ed i n th 

' The Snake which y 
with the cursor k 
will siowly 9row 
longer." 

"Press a key "» PA 
LET d~7 1 LET f~9- 


1110 LET x^" ±_ 

fffffffb" FOR n“24 TO 0 STEP -1 
001,40' PRINT AT G,0;x$< 
17 > PAUSE 4- NEXT n 


1130 FOR n-f TO 0 STEP -1' BEEP 
.008,n+30■ PRINT AT d+l,e+l;n' N 
EXT n 

1140 PAUSE 100 

1150 FOR n~7 TO 21' PRINT AT n,0 


There is a t 
Same, 3 m i nu 
the screen i 
this time yo 
lar9er score 
hi9h score w 


If you bite your 
fence then the 9a 


• BEEP 
n+1 TO 


"• NEXT n 
1160 PRINT AT 7,0 
ime limit ln this 
tes disPlay ed on 
n seconds, within 
u. have to 9et as 
as Possible, a 
ith be recorded." 

1170 PRINT ' 
self or the 
me will end. 

1230 PAUSE 0 
3999 STOP 

9000 RESTORE • FOR n®144 TO 149' 
FOR f=0 TO 7' READ a- POKE .USR 
C.HR* <n >+f,a' NEXT f- NEXT n* RE 
TURN 

9150 DATA S ,16,8,106,93,16,0,16, 
192,156,t m ,129,129,130,156,192, 
24,36,66,66,66,0,129,255,3,57,65 
,129,129,65,57,2,255,129,8,66,66 
,66,36,24,24,36,90,189,189,90,36 
,24 


GO TO 38 
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II 


W A 


TOOGGGK 


M BROCKLESS of Rushall, 
Wiltshire responded to our re¬ 
quest for more machine code 
programs with this Frogger program 
for the 16K ZX-81. The rules are as 
normal; move your frog with the cursor 
keys, around the lorries, on to the logs 
and into a frog home at the top of the 
screen. Machine code controls the 
movement of the lorries and logs, mak¬ 
ing them substantially faster than in a 
Basic program. 

Line 1 should contain 79 zeros and 
line 2 should contain 29. Start the 
program by entering RUN 2000 to 
transfer the machine code from lines 
2000 onwards into lines one and two. 


0 1 F.'LM 0000000000008008000008 

0000000000000000000000000 

2 REM 00000000000000000000000 
0OOO00 

3 LET F-2 

4 GOSUB 50O 
40 LET S-U 
60 LET FH-0 
70 LET L-l 
00 LET A=18 
85 LET B~15 

90 PRINT RT fl,B; 

91 LET X*-tHR* USR 16599 
95 LET C=A 

97 LET D-B 
1O0 PRINT RT fl,B;"*" 

110 LET B-B-<INK£Y*-"5" >+< INKEY 
>+< A-2 >+2*< < A-6 >-< A-4 > > 

120 LET fl-fi-2*<< INKEY*-"?" >-< IN 
KEY*-"6">+< fl*20>> 

140 IF B<0 OR 8>31 THEN GOTO 99 
O 

146 PRINT RT C.D;X*;AT R, B; 

147 LEI P-USR 16536+USR 16599 

149 IT R-18 OR fl-20 THEN GOTO 9 

0 

150 GOSUB 20*8+170 
165 GOTO 90 

170 IF POOJDE "<i*>" THEN GOTO 

999 

180 GOTO 6O0 

296 IF (POCODE "C 1< >" 1 UNO <P< 
■'CODE •'( l > V 1 THEN GOTO 999 
30O RETURN 
330 RETURN 

490 IF P-0 THEN RETURN 

499 GOTO 999 

500 LET C.S-"<32*9h>" 

501 DIM B*32> 

502 POKE 1641GG0 

505 LET L*-"(MisP it-4tl»P'i*i 


4*isP ’ i*4*isP i *•4*1sP - i*'6*iaP 

>“ 

510 IF F*3 THEN PRINT RT 0,0;L* 
520 PRINT RT 1,0;LS;"<3*9h 4*i> 
3*9h • 5* i > 9*9h • 4*1 > ■ 2*9h • 3*i > • 5 
*9h>";C*;"<2*9h'3*l<'4t9h'4*i< 6 
*9h•4*i<-3*9h 1 5ti<-9h>";C*;"<9h• 
3*1> 5*9h•5*1> 5*9h■7*i> 6*9h >" 
530 PRINT C*;"iliiiii1lliiiiili 

miiiiiiiuiii ";B* 

540 PRINT " < 3*isP 96 ) 

<2*t»P■96> <3*isP 96) "; 
8*;" (9« 2*91) <9d 2*9a) <9 

a 2*91) (9(1^2*91) ";BS; 

" <96 : 2*isP > < 96 1 2*ieP> 

(96 2*lsP > ";B* 

550 PRINT " <2*9*’9d> <3 

*9*• 9d > (2*9n 1 9d) ")B 

*> “<32*1* >“ 

560 IF F»3 THEN PRINT C$;"< 3*9h 
:*fro9s< 6*9h >score< 3*9h >level< 5*9 
h •" ; C*; "(. 5*9h )3< 10*9h >8< 7*9h >1(7 
*9h >" 

570 PRINT (.% 

575 SLOW 

580 RETURN 

600 REM i fro9 home 

610 LET FH-FH+1 

620 PRINT RT 0,8)"*" 

625 LET S=S+10 
€30 PRINT RT 22,16;3 
640 IT FH< >5 THEN GOTO 00 
642 FUR T-l TO 64 
€44 IF NOT USR 16536 THEN NEXT 
T 

647 PRINT RT Q,0jL* 

650 LET L-L+l 
660 PRINT RT 22,24;L 
670 LET FH-0 
690 GOTO 88 

390 IF 8>31 THEN LET 8*31 
995 IF fl<0 THEN LET A*Q 


1800 IF INKEY*<>"" THEN GOTO 100 
O 

1001 PRINT RT R> 8)"< ix )";RT R,B; 
"< i+>" 

1010 IF INKEY**"" THEN GOTO 1001 
1015 IF NOT R THEN PRINT RT R,B; 
"4 13P V* 

1020 LET F=F-1 

1021 FAST 
1025 GOSUB 500 

1038 PRINT RT 22,5;F;RT 22,16)Sj 
RT 22,24;L 

104O IF F THEN GOTO 80 

1050 PRINT RT 23,12;"GRME< 9h >0VE 

R" 

1060 IF INKEY*-"" THEN GOTO 1060 
1070 RUN 

2000 FRST 

2001 LET AS-"2R0C4019237EF5061F2 
37E28772310F3F1770D28EBC 91163000 
E01CDDE401184000E02CO82401IE7000 
E02CDDE40116B010E02CDDE4O118C01 0 
E01 L 0824011CE010E02CD82401131020 
E01CDDE40C9" 

2005 FOR fl-16514 TO 16592 
2010 GOSUB 2100 

2015 NEXT R 

2016 LEI AS-"2R0E404E0600C92R0C4 
0192B7EF5061F2B7E23772B1GF9F1770 
D20EBC9" 

2017 FOR A-16599 TO 16627 
2019 GOSUB 2100 

2030 NEXT R 

2035 PRINT "MACHINE CODE FINISHE 
0 ." 

2837 SLOW 
204O STOP 

2100 POKE A,16*CODE A*+C0DE A*<2 
>-476 

2105 LET R*=R*< 3 TO > 

2110 RETURN 
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OVERLOAD 


1 LET t.r-C, LET hi-0- LU SUB 

1000- CL'i 

2 IF sr>hi THEN LET hi~sr 

5 LET d-a LET Pd-0 LET l*-" 
c.cr.“- LET 1-3- LET xx-9- LET yy* 

•” Let sc -0 

^ PRINT AT 11,23;" ATOMIC *':A 
T 13.23;"OVERLOAD"• PLOT 182,09- 
DRAW €7,0 DRAW 0,-26 DRAW -67 
• 0 : DRAW 0,26 
20 RANDOMIZE 

30 PLOT 0,8 DRAW 173,0- DRAW 
0,173 DRAW -175,0 DRAW 0,-173 
40 FOR ?-» TO 6 • PRINT AT 5,1) . 
INK 5: " 33333353333 . 33 . 5333335 " N 
EXT 3 

50 FOR a-9 TO 12 PRINT AT 5,1 
INK 5; "35333335 33.3333*3" 

NEXT 3 


Oi FOR 3-13 TO 20 PRINT AT *, 
1 ; 1 NK 5 ; ” 33333.333.333333333333 " 
NEXT 3 

70 LET Points-1000 LET x-10 
LET y*10 LET xl-INT <RN0*3>-1- 
LET yi-INT <RND*3>-1 

80 PRINT AT y,y;" " LET ox-xx 
■ LET oy=yy 

65 PRINT AT 1,22;"RTS-Point* 
AT 0,22; "SCR > " ; sc; " ‘SAT 5, 
22;"LIVES-";1*' TO l>;" ";AT 7.2 
Z;"HI ";hi IF rt-1 THEN PRINT AT 
9,23; TLA3H 1; INK 2; PAPER 6;" 
RED ALERT" 

90 LET x-y+vj• LET y-y+st 

91 LET v X «xx+<IN 65276-251>-<I 
N 65276-253 >- LET vy-y^K IN 4915 
0*253 WIN 57342-254 > 

90 IF yy<1 THEN LET xx-1 


A NEW ATOMIC power gener¬ 
ator being tested has suddenly 
gone critical and started to 
Overload. The only way to stop it 
exploding is to catch the radioactive 
isotopes in a lead container. If you 
touch the highly-radioactive lining of 
the reactor your lead container will melt 
and one of your three lives will be lost. 
You gain 1,000 points for each isotope 
you catch but lose 10 for each square of 
the lining the isotope melts. 

The game was written for the 16K 
and 48K Spectrum by Daniel Negus of 
Rednal, Birmingham. 
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*4 IP xx>20 THEN LET xx-20 

95 IF yy'l THEN LET xy=i 

96 IF yy>20 THEN LET yy-20 

97 IF ox»xx AND ov-yy THEN GO 
TO 100 

y 8 IF SCREEN* <yy ,xxX>" " OR 
PH-1 THEN LET Pd-0- PRINT AT oy, 
ox;" " PRINT AT yy.xx; FLASH 1; 
"c" LET 1 - 1 - 1 • FOR a-20 TO -20 
STEP -2 REEP .05, a NEXT a IF 
1-0 THEN FOR a —19 TO 20 BEEP . 
05,3 NEXT 3 PRINT £1;"PRESS AN 
Y KEY TO PLAY AGAIN... " PAUSE 0 
• CLS GO TO 2 
99 PRINT AT ox,ox;" " 

100 IF SCREEN* <y ,xX>" " THEN 
LET Points-Potnts-10- BEEP .05,1 
0 GO TO 500 

105 IF vi-re AND yi-0 THEN LET x 
i-INT ( RND*3 >-l • LET yl-INT < RND 
*3>-l 

106 IF d<>0 THEN LET Points-Pot 

Ot.S-10 

107 IF Point?<-0 THEN LET rd -1 • 
LET Points-1000 LET x-10' LET 

x-10■ PRINT AT 1,22;"PTS•0 
GO TO 96 

110 IF x<-l THEN LET y-l • LET d 
-1 

111 IF x>-20 THEN LET x-20' LET 
d -1 

11? IF y'-t THEN LET y-1 • LET d 

119 IF y>-20 THEN LET v-20 LET 
d —1 

lie PRINT AT xx,xx;“c" ; AT v,x; 
OVER 1; INK 2;"b." ~ 

119 IF y-yy AND x-xx THEN BEEP 
.5.10 LET sc-setpoints PRINT A 
T y , v OVER 1 > "b" • GO TO 70 

120 FOR 3-1 TO 5- NEXT 3. 

190 GO TO B0 

500 IF xi —1 AND RND>.5 THEN LE 
T xi*xi+<INT <RND*2>+1>’ GO TO 5 

20 

510 IF xi-1 AND RND>.5 THEN LET 
xi-xi-< INT <RND*2>+1V GO TO 52 


535 LET y1-1 
540 GO TO 105 

1O00 REM Instruction? & UDG's 
1005 FOR a-USR "A" TO USR "C"+7' 
READ d POKE a,d- NEXT 3 
1010 PLOT 0,0* DRAW 255,0 DRAW 
0,175 DRAW -255,0 DRAW 0,-175 
1020 PRINT AT 0,0; INVERSE 1;" A 
TOMIC OVERLOAD 8 1983 " 

1030 PRINT AT 2,0; OVER 1;" A 
new 3 tom ic Power Generator he in 
9 tested has suddenly 9one crIt 

1031 and is st. 3 rt.in 9 to over 
103 d." 

1040 PRINT AT 7,0; OVER 1;" Th 
e onty w*y to Prevent the 9ene 
r*tor from exPlodmG is to c 

atch the radioactive isot 

oPes movm9 randomly about the 
Generator.The limn? of the 

reactor was designed to prev 

ent the isotope from brea 

Kin9 out. of the reactor hut 
the isotoPe is only slowed hy t 
he 1 ini no and cart eat thro 

u9h it'" 

1050 INPUT ""■ PRINT £1; "PRESS A 
NY KEY TO CONTINUE" 

1060 IF INKLY*="" THEN GO TO 106 


oactive and if you move the 

lead container onto the lint 

n9 the container will melt and 
you will lose one of your thre 
e lives." 

111(3 PRINT PT 1 II OVER 1;" 10 

00 p>+ ' are awarded for each iso 
toPe you catch but this is red 
uced hy 10 for each square of 
lin»«o the isotope melts." 

120 PRINT RT 17,0: OVER 1 " Tf 
the 1000 pts are reduced to -er 
o you lose 1 1,^. " the rea 

t/r ed the 1000 pts 

will drop rapidly.” 

1130 IF INKEY*-"" THCM for,. . , , 
0 

1140 BEEP .5,10 BEF.P .5,20 
1150 FOR a-2 TO 20- PRINT AT a,1 

"■ NLXT , 

1170 PRINT AT 2,1; INVERSE 1;"C0 
NTFOLS" 

1180 PRINT AT 4,0; OVER 1;" X - 

move RIGHT. 2 - 

move LEFT. P - 

move UP. L - 

move DOWN." 

1185 PRINT AT 9,0; OVER V " To 
move diagonal* Press the corr 
espondino Key? at the same time 
le* To 9o towards the Tor RICH 
T corner Press 'X' and 'P' s1mu 
Itaneously>” 

1190 PRINT AT 15-0 OVER Le 

ad container - c_ Ra 

Hioactive isotope - “1 INK 2; 

. 1HK A," Reactor l mi- 

- INK 5; "_a" 

1200 IF INKEY*-"" THEN GO TO 120 
0 

1210 FOR a—20 TO 90 STEP 2' OFF 
P .05,a BEEP .02.a-i0- NEXT a 
RETURN 

1720 DATA 0.127,127,127,127.127. 

1 97.197.0.0,0, OR. fio ■ 28.0.0,60.6g 
,128,1 —. 1 ;;o, 1 • , f7 ( -. (50 
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T HREE TYPES of alien appear 
on your screen—a large ship, an 
orbiting alien and a descending 
alien. Move your laser base left with 5 
and right with 8. Fire with 1. You gain 
50 points for every orbiting alien de¬ 
stroyed, 100 points for every descend¬ 
ing alien destroyed, and you lose 50 
points for every descending alien which 


reaches the ground. Each time the 
orbiting alien succeeds in crossing the 
screen it will begin again, slightly 
lower. 

Once it is three-quarters of the way 
down the screen you will run out of 
time. The game will also end if a 
descending alien lands on your base. 

The ship can be hit only when an 


asterisk appears in the top left-hand 
corner of the screen. That means that 
your super laser is ready for its one shot 
of the game. The ship can be destroyed 
only by hitting the graphic A beneath it 
by pressing 0. 

Phoenix Attack was written for the 
16K ZX-81 by S McQuillan of Belfast, 
whose highest score so far is 12,200. 


1 GOTO 5 

2 SAVE “PHOENIX RTTRCK" 

5 GOSUB 2500 

7 LET HI-0 
10 LET SC-0 
15 LET L-5 
30 LET 3-0 
J0 LET T-l 
40 LET B-15 
50 FOR F"0 TO 19 
55 PRINT AT F, 0; “< 32*lsP >" 

60 NEXT F 

70 PRINT "(4tiiP 24*99'4*i»P)" 
60 PRINT "<ISP 2*99 1 2S*9h■2*99 

isP >" 

90 PRINT AT 0<10;"<11*97 >" 

91 PRINT AT 1,8j h <9D 0 0 0 0 
0 0 <92>" 

93 PRINT RT 2,8; "(isP'3*94' 9t 
97'9 k■ 5*9w >" 

160 LET Y-INT < RND*2? H2 
110 LET X-S 

150 PRINT RT 19,B;"<isP’91’9r <l 
*P >" 

170 PRINT RT X, Y;"(9y'9t >" 

160 PRINT RT X,Y;"<2*i»P>" 

200 LET B«B+< INKEY*-"8" FIND B<2 
7?-<INKEY*-"5" AND B>0> 

2l0 IF INKEY*-"1" THEN GOSUB 15 
00 

220 LET X-X+l 

250 IF X-19 THEN GOTO 2000 
270 PRINT RT L,T; "< i*P '91'92V 
260 LET T-T+l 

290 IF T-27 THEN GOSUB 900 
300 IF Y<17 THEN PRINT RT 3,15; 
"(Oh 

310 IF INKEY*-"0" THEN GOSUB 10 
00 

320 IF Y>—17 THEN PRINT RT 3,15 
i isP >" 

350 IF SC-1OO0 OR SC-105O THEN 
LET S-S+l 

355 IF S-l THEN PRINT RT 0,0;" 


400 IF X-ie RNL> ( B+l-Y OR B+l-Y 
+ 1 OR B+2-Y > THEN GOTO 3000 
500 GOTO 150 

900 PRINT RT L,T;"<3*isP >" 

910 LET T-l 
920 LET L-L+2 

930 IF L-15 THEN GOTO 3000 
950 RETURN 

1000 REM shoot at mother shiP 

1003 IF S<1 THEN RETURN 

1005 LET M-10 

1010 LET N-B+l 

1020 PRINT RT 0,0;"<isP)" 

1030 LET 8—308 

1050 PRINT RT M,N;"<95V 

1055 PRINT RT M,N;"(isP>" 

1070 LET M-M-3 

1098 IF M-3 RNL> Y>-17 THEN RETUR 
N 

1095 IF M-3 RNU Y<17 AND N<>15 T 


HEN RETURN 

1100 IF M-3 AND N-15 AND Y<17 TH 

EN GOTO 40OO 

1200 GOTO 1050 

1508 REM fire 

1510 LET M-10 

1520 LET N-B+l 

1550 PRINT RT M,N;"<9e>" 

1555 PRINT RT M,N;"<isP>" 

1570 LET M—PI-1 

1585 PRINT RT X,Y;"<9y'9t>" 

1590 PRINT RT X,Y;"<2*i*P>" 

1600 IF N-Y+l OR N-Y THEN GOTO l 
90O 

1610 IF N-T OR N-T+l THEN GOTO 1 
800 

1620 LET X-X+l 

1630 IF X-18 AND (B+l-Y OR B+l-Y 
+1 OR B+2-Y) THEN GOTO 3000 
1650 IF X-19 THEN GOTO 2000 
1660 IF M-5 THEN RETURN 
1750 GOTO 1550 

1800 PRINT RT L,T;"50";RT L,T;"< 
3*isP)" 

1810 LET T-l 
1020 LET SC-SC+50 
1890 GOTO 150 

1900 PRINT RT X,Y;"loo";RT X,Y;" 
(3*lsP >" 

1910 LET SC-3C+100 

1990 GOTO 100 

2000 REM missed one 

202O LET SC-SC-50 

2030 IF SC<0 THEN LET SC-0 

2050 GOTO 100 

2500 REM start 

2505 FOR F-0 TO 21 

2510 PRINT • , <32*isP.v 

2520 NEXT F 

2525 PRINT RT 1,5;" Phoenix a 
ttack " 

2530 PRINT RT 3,5;"out of deep s 
Pace falls" 

2540 PRINT RT 5,4;“the aliens wh 
ich you must" 

2550 PRINT AT 7,4;"destroyry t 
r> destroy the" 

2560 PRINT RT 9,4;"orbitin9 atie 
nsver head” 

2570 PRINT RT 11,4;"hovers the a 
lien mother" 

2580 PRINT RT 13,4;"shiPestroy 
it to end the" 

2590 PRINT RT 15,4;"alien Plot 
ove with keys" 

2600 PRINT RT 17,4;"5 and 8 and 
shoot with 1 

2610 PRINT RT 20,8;"9ood luck" 
2620 PRINT RT 20,8;"<10*lsP>" 
2630 PRINT RT 19,e;"9ood luck" 
2640 PRINT RT 19,8;"<10*lsP>" 
2650 IF INKEY*-"" THEN GOTO 2610 
2660 RETURN 
3000 REM 9ame over 
3010 CLS 

3020 PRINT RT 5,0;"* SCORE* 


HI SCORE*" 

3022 PRINT "******************** 

3025 PRINT RT 7,5;SC 

3030 IF SO-HI THEN PRINT RT 17, 

5;"NEW HIGH SCORE" 

3035 IF SO-HI THEN INPUT BS 
3050 IF SO-HI THEN LET HI-SC 
3060 PRINT R1 7,12;"* ";B*>"..." 

, HI 

3000 PAUSE 2O0 
3G90 CLS 

3100 PRINT RT 1,3;"WE, THE ALIEN 
S, CHALLENGE YOU TO RNOTHE 

R GAME." 

3110 PRINT RT 5.4;" PRESS ANY KE 
Y TO RESET" 

3120 PRINT RT 7,5;"...IF YOU DAR 
E. " 

3130 IF INKEYS<. >"" THEN GOTO 10 
3200 GOTO 3130 
3900 STOP 

4080 REM mother shiP destroyed 
4810 LET SC-SC+1000 
4020 PRINT RT 9,9;"bonus'looo" 
4030 PRINT RT 11,4;"alien Plot d 
estroyed" 

4035 PRINT RT 13,7;"in this sect 
or 

4040 FOR F—1 TO 30 
4050 LET X—1NT (RNCW23>+6 
4055 LET A-1 NT ( RNt>*24 >+8 
4857 IF X>23 THEN LET X-15 
4058 IF fl>24 THEN LET fl-15 
4060 LET Y-INT ( RND*4 > 

4065 LET B-INT (RNL-*4> 

4070 PRINT RT Y,X;"(9t■9w>" 

4077 PRINT RT 8,A;"(lsP>“ 

4080 PRINT RT Y,fl;"(98)" 

4090 PRINT RT B,X;"<9r>" 

4100 NEXT F 

4110 FOR F-0 TO 14 

-•-115 PRINT RT F,2; "<23*isP >" 

4117 NEXT F 

4120 PRINT RT e,5;"do you wish t 
o 9o to";AT 10,4;"another sector 
I <y\n>" 

4130 INPUT 2* 

4135 IF 2*-"Y" THEN GOTO 4200 

4150 CLS 

4160 GOTO 3000 

4200 PRINT RT 8,5;"<24*isP>" 

4205 PRINT RT 10,4;"(27*isP>" 
4210 LET fl-19 
4215 LET B-15 

422b PRINT RT 7,10;"warP drive" 
4230 PRINT RT fl,B;"<3*isP >" 

4240 LET fl-A-1 

4245 IF fl-7 THEN GOTO 4300 

4250 PRINT RT R,B;"(91 9r>" 

4266 GOTO 4230 
4300 REM new sector 
4310 PRINT RT fi,10;"<2*isP 9<•«< 
9W • 9v • 9e 9 9> 1 2*iSP >" 

4320 LET S-0 

4330 IF RND<-0.5 THEN LET S-l 
4350 GOTO 30 
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BARGAIN-HUNTERS 
READ THIS! 

Whatever your model of Sinclair computer—you can get 
HOURS of fun, intellectual satisfaction and education for just 
95p per month! 

A bargain? 

That's Sinclair Programs magazine—the fat, glossy 
magazine that’s PACKED with original, tested programs for 
you to load and run. 

With Sinclair Programs every month you can build the 
library of programs that suits your mood: in recent issues 
we have challenged our readers with programs to test their 
skill at Sharpshooter or Laser Cannon . . . jolt their brain 
cells with Quadratic Equation or Monster Maths ... or take 
a practical turn with their own word processor program or 
graphic generator. 

That is just a fraction of what you get from Sinclair 

Programs. Each month we have 40 programs for owners of ^ 

ZX80s, ZX81s and Spectrums. But make sure you don’t ^ 

have to hunt TOO far for your bargains—Sinclair ^ e qu e * ot 

Programs always sells out quickly, so order ^ , oS e a 

yours TODAY from your newsagent, or fill ^ rr a \\s? otx . o o') 1 etV ° 

in the form below and we will send ^ ^ ‘ 

it direct to you, ^ -r .« \ 5 s^ eS " V ^ 

every month. ^ &S> ^ na^ e - - " 



¥ ' e — 


*•*»*%* ^ 




(□■□■□■□■□■□■□■□■□■□■□■□■□■□I 


TEST YOUR GAMES 
SKILLS AND WIN 


£ 1,000 


S £2,000 TO BE WON IN 
TRICKSTICK CHAMPIONSHIP 



East London Robotics in association with Sinclair Programs announces the first Trickstick contest. We are looking for 
the person who can achieve the highest scores with the new joystick system. The people to achieve the 32 highest 
scores will take part in the finals in February. 


Prizes: 1s»-£1.000 
2nd—£500 

Two runners up £250 

For full details fill in the coupon and send it to East London Robotics, No 
11 Gate. Royal Albert Dock. London El6. 

The Trickstick is compatible with any software that can be 
controlled by the Kempston joystick. As well as direction the player has 
control over the speed of movement and turn. Up to eight people can 
play at once. The first contest will be played as singles but future 
championships will include team events. 


e send full details of the Trickstick championship to 


Post this coupon to East London Robotics. No. 11 Gate, 
Royal Albert Dock, London El6. 


(□■□■□■□■□■□■□■□■□■□■□■□■□■□I 
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You Know what it's like when there's someone dosing In fast and your 
joysticK won't do what your brain wants it to. 

It won't let you loop or curve the way you'd like, or arc and spin at the speed 
you want 

You can't get away quick enough, so what happens? ZAP! 

For j ust £28.00 ( + posta ge), the T ricks tick responds at t he speed of li ght 

With its revolutionary light sensitive controls and own interface, the Trickstick 
lets you go where you want at the speed you want 

Motjust up and down or side to side, but round and round in any sized curve 
or loop you need to build up really big scores. 

And the Trickstick is easy to use. All you do is pass your thumb or fingers 
over the controls and your craft responds. 

Immediately. 

And because the only moving parts are the firing buttons, the new Trickstick 
will last far longer than old fashioned joysticks. 

Best of all, for f28.00 (+ postage), you get a Trickstick, a special training 
program and a chance to enter The national Trickstick Championships. 

U p to ei ght people can play simultaneousl y. 

For the very first time, you can now play with up to seven of your mates. 
With our specially written game, you can either play against the computer, 
against one friend, in teams of two or three or however you want 
Just by plugging in extra interfaces to each 


T *itic 



S RINGS 
STICKS 


ST| «* 







other, up to eight of you can loop the loop and battle it out All at the same time. 

5o if you thought computer games were already exciting, wait until you get 
your hands on a Trickstick. 

Revolutionary new software. 

Developed especially for use with the Sinclair ZX Spectrum and fully 
compatible with standard Kempston software, the Trickstick makes your existing 
software even more fun. 

But because it's so revolutionary, it's actually made possible a whole new 
generation of software. 

The first of this new generation is Attaktics, a brand new game which really 
brings out the full potential of the Trickstick and is available for only f 7.50 when 
you buy your Trickstick. 

So fill in the coupon now. And start running rings around your mates before 
they start running rings around you. 


Please se nd me (state number required) 

I I Trtkstteh/s with training cassette a t £28 each £. 

(with each Tr(cKsUck)£_I _J Attaktics at £10.00 (without Trickstlck)£. 

Postage 65p. I enclose Cheque/P.O. for £- 

My Access Sh VisaZE is.! 1 1 I L LJ 


lAttaktics at £7.50 


- made payable to East London Robotics Ltd. 

I II 1 I I I I 


Please send to East London Robotics Ltd. Gate 11. Royal Albeit Dock. London 
C16 24 hour information seivKe 01-471 5506 24 Hour Access/Visa ordering: 
01 474 4715 Special enquiries 01-474 4450 (Telex 8815271) Same day 
despatch to phoned Access or Visa orders 


EAST LONDON 


mu n:s 



























16K/48K ZX/Spectrum 

16KZX81 £3.95 

You are doomed to roam 
through the haunted maze 
until you are eaten alive by 


CTRUM ONLY £4.95 

eship must survive by,. 


esriip 11iubi survive uy^, 

j asteroids that plumrrtSK 
Dace at you. Your aim is 
and re-shatter the 
tons. while destroying the 
flying saucers. 


48K SPECTRUM ONLY £5.95 

The real 3-D tank battle game. You 
must travel across the flat plains 
and battle with the enem/3-D 
tanks, supertanks and flying 
saucers. Includes a battle readout 
and radar above yout sights. Full 
3-D explosion, burning, firing arid 
moving effects. 




16K/48K Spectrum £4.95 16K/48K Spectrum £4.95 
16 K ZX81 £3.95 Fight the invaders as they 

This full colour, hi-resolution drop, line by line, to 
(Spec) machine code eventually land and destroy 
program is as exciting as the you. This classic arcade 
classic arcade game. There game includes nine levels 


. ( ' cu uauo I MCIC yui i iu n luiuuuu i m iu icvuio 

the ravenous ghost. Similar are n j ne levels of play in and four variations of play. 


to the classic arcade game. 


which you must defend 
yourself against invisible 
Galaxian fighters which 
swoop down to bomb you 


16K/48K Spectrum £4.95 
16KZX81 £3.95 

In this high speed arcade 
game, you must blast 
through the alien’s force 
field avoiding the fighters 
and bombers to destroy the 
Mother ship. 

WARNING: These programs are sold according iq ARTIC COMPUTING 
LTD's terms of trade and COnditions-of sale Copies of whtch 
arc evailabc 01- 


All the these games are 
written in machine code - 


bring you the best quality in 
NCLAIR -- 


ILAIR GAMES 
Artie Computing Ltd. 
Main Street, Brandesburton, 
P J | W ||| | , Driffield Y025 8RG 

Cheques and P.O.’s made payable to Artie Computing Ltd 
Dealer enquiries welcome. Please state whether your 
order is for ZX81 or SPECTRUM 
Access and Barclaycard welcome. 


To: Artie Computing Ltd, Main Street. 
Brandesburton. Driffield Y025 8RG. 

nfng 

Please supply 


’Cheque for total amount enclosed C 

’Access/Barclaycard No. 

1 II 1 II..1 1 II II 



if$< 6 in) for FREE catalogue of our wide range of programs | 


Name _ 
Address 


'PIpprp rtplpfp r»r rnmnlolo a 





































cone leap 


Y OUR AIM is to reach the box 
beside Kong the gorilla as many 
times as possible, as fast as poss¬ 
ible, to gain points. You do so by 
skipping along with the help of key 7. 
Kong resents that, though, and tries to 
kill you by rolling barrels at you which 
you must leap or die. 

Kong Leap was written for the IK 
ZX-81 by S Lancaster of Newcastle, 
Staffs. 



COLOUR 
CHANG£ 


P LACING this routine at the be¬ 
ginning of your 48K Spectrum 
programs will allow you to 
change the ink and paper colour and the 
bright and flash mode without the usual 
CLS command. Select the colours you 
require by POKEing 32509 the ATTR 



number you require. Thus to call-up 
yellow letters on a red background enter 
POKE 32509, 85: RANDOMISE USR 
32500. 

For readers not familiar with ATTR 
an explanation can be found on page 
219 of the Spectrum manual. 

Written by C J Barnatt of Fernhill 
Heath, Worcester. 
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MiCHIhC 

code' 

scfioir 


T HIS SHORT routine, submitted 
by D Jones of Liverpool for the 
16K ZX-81, scrolls the letters or 
symbols contained in the PRINT state¬ 
ment in line 2 from the bottom to the 
top of the screen. Enter line one of the 
first section of program and the follow¬ 
ing POKE statements. That will then 
become line one of the second section of 
program. 
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T HIS SHORT Spectrum program 
was written for very young chil¬ 
dren to use by A Tyson of Chris¬ 
tian Malford, Wiltshire. It should be 
accompanied by this story. 

When Katie’s little brother, David, 
was given a magnifying glass and a 
torch for his birthday he became, poten¬ 
tially, the greatest sleuth since Sherlock 
Holmes. He developed a passion for 
invisible writing and codes and, when 
he borrowed a Morse code buzzer, he 
practised his dots and dashes as if he 
had not a moment to lose. After all, one 
of these days or nights, he would prob¬ 
ably need his Morse code in a life-or- 
death situation. 

Of course, not everyone can appreci¬ 
ate the dedication of our young secret 
agent. On the contrary, his family were 
nearly driven mad as Dai bach buzzed 
away in the corner, like a little dentist 
with a drill. Katie was not one to 
discourage her brother but she was wise 
enough to step in before her father gave 
a poetic rendering of the Welsh lan¬ 
guage. She devised this program to 
satisfy everyone in the family. 




10 BURGER 0 PAPER 1 INK 7 L 
LS 

20 PRINT AT 1,18;"SIGNALS","Pr 
est * for ship- l for Unci" 

30 INK 0 PRINT AT 15,25;"<i93 
>";TAB 25; "< isP V'jTflB 25; “< ISP >■" 
, TAB 25; *'< ;»P V 

40 PRINT AT 13,0;"_<i«?3 i91 


193 


192 liP 


91 >-" 

50 IF INKEY*-"" THEN GO TO 50 
60 IF INKEY*-"*" THtN INK f, p 
R1NT AT 18,5;"*" GO TO 60 

70 IF INKEY*-"1" THEN INK 7 P 
RINT AT 16,25;"<isP >" GO TO 70 
80 GO TO 30 




REM 0OU00000000000OU 
| 2 LET X*16514 
INPUT A 

4 POKE X,fi 

5 IF fl-201 THEN STOP 

6 LET X~X+1 
GOTO 3 


S JUDGE of Mold, Clwyd has 
devised Security Devices, a ma¬ 
chine code routine to protect soft¬ 
ware from unwanted users. Enter the 
first section of program, RUN it, and 
then enter the list of numbers one by 
one, working horizontally across the 
list. 

Delete lines 2 to 7 and use the REM 


statement as the first line of your main 
program. 

Adding lines 9997 to 9999 at the end 
of the program will mean that, once 
LOADed from cassette, your program 
will not RUN until your ZX-81 receives 
a signal at the EAR socket. Meanwhile 
the BREAK key will be disabled and 
the screen display will be random. 


9997 SAVE "PROGRAM NAME" 
19993 RAND USR 16514 
9999 RUN 


205 

3b 

15 

30 

25)5 

219 

254 

211 

255 

187 

40 

2 

24 

247 

201 
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1U BORDER i PAPER 7 iNK 1 C 
LG ■ POKE 23609,bo 
100 PRINT AT 7,9;"PERIODIC TRBL 
E";AT 5, 15; "BY";AT 7,13;"C.LDE." 
HO PRINT AT 10,4: "This Program 
is designed'" :AT 11,4; "to help 
mou learn about":AT 12,4;"the P 
eriodic Table. There”;AT 13,4; "ar 
e instructions through”;AT 14,4; 
"the Program to tell you”;AT lb 
,7;"how to operate it.";AT 17,b; 
"PRESS ANY KEY TO START" PROSE 
0 

120 CLS ' PRINT Now mou mu 

st choose which Partof the ProOr 
am you wish to use. When mou h 
ave decided from thelist- below, 
Press the number by the one you 
want and sou will 9et the Part 
you require." 

120 PRINT 1 Choose an clem 

ent."''" 2 Element test.."''" 3 R 
un through the whole table."''" 

4 End the Program." 

140 LET a**INKEY* IT OR 

a*-"2“ OR a*-"3" OR a*—4" THEN 
GO TO VAL a**!0Q0 
ibe GO TO 140 

1000 CLS • PRINT "" Enter the N 
TIME or -SYMBOL of theelement you 
wish to Know about and pro:; th 
e 'ENTER' Key."'" Don't forget t 
o use a caPital letter at the b 
s9imn9 of each NOME or SYMBOL. 

1010 INPUT nS FOR h-1 TO 103‘ R 
ESTORE 4998+bt2 READ ■ *.:* IF 
n*-.:* OP n*-s* THEN GO TO 1100 
1020 NEXT h CLS PRINT " " The 
re is no such element."- GO TO 1 
110 

U0O PEAL- a- CLS • PRINT "" tie 
ment. - "; J*'' " Symbol - 
Atomic number - ";h' ,M Mass numb 
er- - ";a''" Number of Proton: - 
";b''" Number of newtons- ";a-b 
''" Number or electons■- ";b 
1110 PRINT Another element Y-' 
N?" 

1120 IF INKEY*-"y’’ THEN CO TO 10 


1140 GO TO 1120 

2000 CLS PRINT "» You will r. 
ow be test.ee on the elements. Y 
ou will be asked a number of <tu. 
estions on each cle-mcnt. " Do¬ 
n't forget to use ? capital lett 
er for names and symbols. Now 
enter how far.down the tablevou 
want to be tested on and Pres 
s 'ENTEP'." 

-2010 INPUT nd IF n«<1 OR nd>103 
THEN GO TO 2010 

2020 CLS PRINT "The questions 
on each element will be Printe 
d UP one by one. After answerin 


9 a question Press'ENTER'." 

2030 LET rn-INT <RNP*nd -M REST 
ORE 4999+rnt2 REAL' .•*,«*, a- PR I 
NT Element - Symbol - 

";■ GO SUB 2200 

2040 IF 4*—.* THEN GO SUB 2300 

GO TO 2050 

204b CO SUB 2310 

20b0 PRINT "" Atomic number -"; 

GO SUB 2200- IF q*-STP* rn THE 
N GO SUB 2300 GO TO 2060 
2956. GO SUB 2310 
2060 PRINT ''" Mass number-" 

GO SUB 2200 IF q*»STR* a THEN G 
0 SUB 2300 GO TO 2070 
£065 tO SUB 2310 
2070 PRINT "" Number Protons 
GO SUB 2200- IF q»-8TP* rn TH 
EN GO SUB 23O0- GO TO 2000 
2075 GO SUB 2310 
2080 PRINT Number Ncwtrons'- 
"; GO SUB 2200 * LET oP»a-rn- IF 
q*-STR* oP THEN-GO SUB 2303 GO 
TO 2087 

2085 GO SUB 2310 
2007 PRINT ''" Number Electrons- 
• GO SUB 2200 IF qS-STR* rn 
THEN GO SUB 2300- GO TO 2100 
£090 GO SUB 2310 


2120 IF INKEY*-"n" THEN GO TO 12 
0 

2130 GO TO 2110 

2200 INPUT q* PRINT H ";q*.- RE 
TURN 

2300 PRINT " RIGHT" FOR ’.-1 TO 
50 STEP 5■ BEEP .05,1- NEXT l 
RETURN 

2310 PRINT " WRONG";- BEEP 1,-1 
RETURN 

300O CLS • PRINT "" You now 9e 
t each element Put on the scree 
n one by one."'" Now enter the 
atomic number you wish to star 
t. and f insh at." 

3010 INPUT "Start. ; st • ir st<l 
THEN GO TO 3010 

3012 INPUT "Finish ";fi- IF fi>l 
03 THEM GO TO 3012 
3814 IF st>fi THEN GO TO 3018 
3015 CLS PRINT "" Press '1' 
if you want to Pressa Key after 
each element."'" Press '2' if v 
ou want it to change the elerne 
nt after a time." 

3O20 IF INKEY*»"1 " THEN LET de*0 
■ GO TO 3050 

3030 IF INKEY*-"2" THEN INPUT "b 
el ay time <lower-faster > ”;de L 
ET de-de+1- GO TO 3050 
3048 GO TO 3O20 

3050 FOR b-st TO fl• RESTORE 499 
8+b*2< READ <*,s*,a 
3070 CLS BEEP .05,2- PRINT "" 
Element - Symbol - ";s* 

''" Atomic number - ";b''" Mass 


number - ";a"" Number of proton 
*■- ";b ‘‘" Number of neatons•- " 
ia-b"" Number of electons - ";b 

3080 PAUSE de' NEXT b- GO TO 120 
5000 DATA "Hydrogen"."H",1 
5802 DATA "Helium"."He",4 
5004 DATA "Lithium","Li",7 
5006 DATA "Beryllium"."Be",9 
5000 DATA "Boron","B",11 
5O10 DATA "Carbon","C".12 
5012 DATA "Nitrogen","N",14 
5014 DATA "Oxygen","0",16 
5016 DATA "Fluorine","F",19 
5018 DATA "Neon","Ne",20 
5020 DATA "Sodium","Na",23 
5022 DATA "Magnesium","M9",24 
5024 DATA "Aluminium","A!",27 
5026 DATA "Si 1 icon","Si",20 
5028 DATA "Phosphorus","P",31 


5030 DATA 
5032 DATA 
5034 DATA 
5036 DATA 
5038 DATA 
5040 DATA 
5042 DATA 
5044 DATA 
5046 DATA 
5048 DATA 
5050 DATA 
5052 DATA 
5054 DATA 
5056 DATA 
5058 DATA 
5060 DATA 
5062 DATA 
5064 DATA 
5066 DATA 
5068 DATA 
5070 DATA 

5072 DATA 
5074 DATA 
5076 DATA 
5078 DATA 
5080 DATA 
5082 DATA 
5084 DATA 
5086 DATA 
5088 DATA 
5090 DATA 
5092 DATA 
5094 DATA 
5096 DATA 
5098 DATA 
5100 DATA 
5102 DATA 
5104 DATA 
5106 DATA 
51Q8 DATA 
5110 DATA 
5112 DATA 

5114 DATA 
5116 DATA 
1 

5118 DATA 
5120 DATA 
5122 DATA 


"SulPhur","S",32 
"Chlorine","Cl“,33 
"Argon","A",48 
"Potassium","K",39 
"Calcium", "Ca.”, 40 
"Scandium","Sc",45 
"Titanium","Ti",48 
"Vandium","V",31 
"Chromium","Cr",52 
"Manganese","Mn",35 
"Iron","Fe",56 
"Cobalt","Co",59 
"Nickel","Ni",59 
"CoPPer","Cu",64 
"Zinc","2n",65 
"Galllum","Ga",70 
"Germanium","Ge",73 
"Arenic","As",75 
"Selenium","Se",79 
"Bromine","Br",80 
"Krypton","Kr",84 

"Rubidium","Rb",85 
"Strontium","Sr"- 88 
"Yttrium","Y",Q9 
"Zirconium","2r",91 
"Niobium","Nb",93 
"Molybdenum","Mo",96 
"Techrtlum","Tc",98 
"Ruthrnium","Ru",102 
"Rhodium","Rh",103 
"Palladium","Pd",107 
"Silver","Ag",108 
"Cadmium","Cd",112 
"Indium"."In",115 
"Tin","Sn", 119 
"Antimony","Sh",122 
"Tellurium"."Te", 128 
"Iodine","I",127 
"Xenon","Xe".132 
"Caesium","Cs",133 
"Barium"."Ba".136 
"LanfchanuM" . “La" 


’Neodymium", "Nd", 14* 
’Promethium”,"Pm".146 
’Samarium","Sm"»150 
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C HRISTOPHER EDE of Grims¬ 
by, South Humberside wrote 
Periodic Table for Spectrum 
owners who are studying chemistry. 
The program will print on-screen the 
entire periodic table, or a selected part 
of it. Each element is shown, together 
with its symbol, its mass numbers and 
the appropriate number of protons, 
neutrons and electrons. 

The advantage the program has over a 
table in a book is that it will also test 


you on the entire periodic table or on 
any part of it. 


■5124 DATA 
3126 DATA 
3128 DATA 
3130 DATA 
3132 DATA 
3134 DATA 
5136 DATA 
5138 DATA 
5140 DATA 
3142 DATA 
5144 DATA 
3146 DATA 
3148 DATA 
3150 DATA 
3132 DATA 


"EuroP turn",”Eu",132 
"Gadolinium","Gd",157 
"Terbium","Tb",159 
"DusProsium","Du",162 
"Holmium",“Ho",165 
"Erbium","Er",167 
"Thulium"*"Tm",168 
"Ytterbium", "Yb",173 
"Lutetlurn","Lu ", 175 
"Radium"/"Ra",226 
"Tantalum","Ta",181 
"Tungsten"»"W",184 
"Rhenium","Re", 186 
"Osmium",“Os"/190 
"Iridium","Ir",193 


5134 DATA "Platinum", "Pt'M9S 
3156 DATA "Gold" , "Au",197,80 
5158 DATA "Mercurv","H9",201 
5160 DATA "Thallium"."Tl",205 
3162 DATA "Lead","Pb".207 
5164 DATA "Bismuth","8i", 209 
3166 DATA "Polonium","Po",210 
5168 DATA "Astatine","At",210 
3170 DATA "Radon","Rn",222 
3172 DATA "Francium","Fr".223 
5174 DATA "Radium","Ra",226 
5176 DATA "Actinium","Ac",227 
5178 DATA "Thorium","Th",202 
5180 DATA "Protoactinium"."Pa",2 
31 

5182 DATA "Uranium","U",238 
5184 DATA "NePturnurn","NP",237 
5186 DATA "Plutonium","PI",238 
5188 DATA "Americium","Am",243 
3190 DATA "Curium","Cm",245 
5192 DATA "Berkelium","Bk",249 


5194 DATA "Californium","Cf",2*9 
5196 DATA "Einstinium","E",255 
5198 DATA "Fermium", 'Tm",235 
5200 DATA "Mcndelcvium","Mv",256 
5202 DATA "Nobelium","No",255 
5204 DATA "L aurenciurn","Lw",256 
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Y OU FACE Mr Spec Trum on the 
centre court at Wimbledon and 
the first player with 10 points 
will be declared Grand Champion. 
Move up with q, down with a, right 
with p and left with o. Serving is 
automatic. After w has been pressed all 
future hits will bounce upwards and 
after s has been pressed they will 
bounce downward. 

A game for the 16K or 48K Spec¬ 
trum by M Birch of Kidderminster, 
Worcestershire. 


WIMBLEDON 


l BORDER 0 PAPER Q CLS IN 
K 4 INPUT "what is vour name ?" 
' ?* 

3 INPUT "background color " 
•be INPUT "ink color ";ic- CL 

4 PAPER be BORDER be CLS • 
INK ic 

b PRINT m I0,b;"is this. ok ? 
'*sr\y ■ INPUT y* IF CODE y*-COD 
E "n" THLN GO TO 2 
€ CLS 

8 DOTH "a",24,24,18,61,82,16. 
104,4,"b",24,24,72,188,74,8,22,3 
2,"c",0,24,66,66,86,66,24,8 
y FUR f-l TO 3 READ i% FOR 
9-8 TU 7 READ a POKE USR a*+9- 
.* NEXT 9 NEXT f 

10 LET sP-0 LET hu-O 
180 LET a-10 LET b-1 - LET c-10 
LET d-JO LET lr-1 ■ LEI ud-SGN 
< I NT (. RNDt3 >-l > • LET bl-INT •'RN 
D*18 >+l LET b2-l 
lQl IF ud-8 THEN LET ud-1 
102 LET hit=ud 

18b FOR f=0 TO 31 PRINT NT 0,f 
; "<. i93>" ;AT 21,f;"<93>" • NEXT f- 
FOR f«l TO 20 PRINT ITT f, 15; " I 
" NEXT f 

110 FOR f-l TO 20 PRINT AT f,0 
;"<i9b.v';flT f, 5; "(95 ; AT f,2b;" 

'i9b>";AT F,31;"<95>"• NEXT f F 
OR f-6 TO 14 PRINT AT ll,f; "<93 
1 ";AT 11,f+10;"<93)" 1 NEXT f 
121 PRINT AT 1,13:ho;AT i,l?;sP 
130 PRINT AT a»b; OVER l;"a";AT 
r,d;*^F‘;RT bl,b2; OVER l;"c" 

140 BEEP .1,-66 — 

IbO PRINT OVER 1;AT bI,h2> H c" 

Ibl PRINT AT c.fll* ” 


155 PRINT OVER l;AT a,b; "a" 

160 LET a - a-< INKEY*- H 1" AND a ! 
.*+< INKEY*-“a" AND a/20 > 

170 LET h-b+' INKLYS-"p" AND b<l 
4 >-< 1NKLY*—o" AND b>l> 

17b IF b2<18 THEN GO TO 186 
100 IF ud-1 1 HEN GO TO 133 
U . LET c hi30-b2 Xc > AND 
r >1 >+<(bl-<30-b2»c> AND c<20> 
183 IF ud— 1 THEN GO To 186 
18b LET c-c-<. (, bl+< 30-b2 Xc > AND 
r l "•+< < h 1 +'. 30-b2 >>r > AND c<20> 
1W7 IF INKEY*«"w" THEN LET hit- 
-1 

188 IF INKEY*-"s" THEN LET hit- 

1 

180 LET bl-bl+ud 
18b LET b2*b2+lr 
200 IF bl >20 THEN LET ud— 1 LL 
T bl*19 

205 IF bl<l THEN LET ud-1- LET 
hi =2 

210 IF b2-30 THEN GO TO 220 

219 GO TO 220 

220 IF c-bl THEN LET Ir—1 LET 
ud-INT •' PNDT3 >— 1 BEEP .1,20 G 

0 TO 211 

221 PRINT AT bl,27; FLASH 1;"0U 
T■";AT 11,lO;"Point to ";r* LET 

hu=hu+l■ FUR f-l TO 3 BEEP .5, 
38 8EEP .2,10 NEXT F PAUSE 10 
0 

222 IF hu<10 THEN CLS GO TO 1 
00 

22b GO TO 1000 REM human win 

230 IF b2-b THEN GO TO 240 

231 IF b2<1 THEN GO TO 242 
235 GO TO 250 

240 IF tal"a THEN LET lr-1 LET 
ud-h i t. BEEP .1,20 GO TO 231 


241 IF b£>l THEN GO TO 231 

242 IT h2<-l THEN PRINT AT bl,I 
• FLASH 1,"OUT!";AT 11,5;"Point 
to Mr.Spec Trum"- LET sP-sP+l F 
OR f-l TO 3- BEEP .2,0 BEEP .5, 
10 NEXT f- PAUSE 108 

243 IF sP<10 THEN CLS GU TO 1 
00 

245 GO TO 2000■ REM sPecoy win 
300 GO TU 130 
1800 REM human win 
1O01 PRINT AT 0,0, 

1O10 FOR F-l TO fe- FOR 9-0 TO 21 
PRINT OVER 1;"< 32tisP >"■ NEXT 
•5 PRINT AT 0,0; NEXT F 
1015 CLS 

1020 PRINT AT 0,8;"Wimbledon")AT 
1,8; " <. yt03 V ; Al 5,0; " You have 
beaten me.";AT 10,10; BRIGHT 1; 
FLASH 1; "WELL DONE IN"; AT 20,0; 
FLASH 0; BRIGHT O;"Press any ke 

i to play a9ain." 

1030 IF INKEY*-"" THEN GO TO 103 
0 

104O IF INKEY*< >"" THLN GO TO 10 
48 

1058 RUN 

2800 REM sPcrcv win 
2001 PRINT AT O,0; 

2010 FOR F-l TO 22 PRINT "<32*i 
s? :■*' • NEXT f 

2620 PRINT AT 13,10; FLASH l;“i 

2030 PRINT AT 21,0;"Press any ke 
•4 For another do" 

2040 IF INKEY*-"" THEN GO TO 204 
0 

205O IF 1NKEYSK >“" THEN CO TO 20 
50 
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Y OU ARE pursued by three deter¬ 
mined ghosts whose single aim in 
death is to catch and kill you. 
Move around the screen with the usual 
cursor keys, avoiding your trail, the 
walls, and splurge patches. If necessary, 
use key “0” to go into hyperspace. 

Chaser was written by Andrew Dol- 
lochan for the 16K ZX-81. 


1 LET HS-0 

3 LET T-0 

4 CUSUB 2000 

5 LET L<i 

6 CLS 

7 GOSUB 400 
6 COSUB 500 
9 LET 3-0 

10 LET X=10 
20 LET A=13 
30 PRINT AT y.,n> 

41 IP PEEK (PEEK 16390+256*PEE 
K 16393>”136 THEN GOTO 140 

42 IF PEEK <PEEK 16399+2S6*PEE 
K 16339>-128 THEN GOTO 14U 

43 IF PEEK ( PEEK 16333+256*PEE 
K 16399>-13 THEN COSUB 9?1 

44 IF PEEK (PEEK 16398+2564PEE 
K 16399 -178 THEN COSUB 140 

45 PRINT 

47 LET T-T+l 

40 IF INKEY*-"0" OR INKEY*-"1" 
THEN COSUB 921 

43 IF INKEY*-"6" THEN COSUB 60 

0 

50 IF lNKEY*-"7" THEN GOSUB 70 

0 

60 IF INKEY*-"8" THEN COSUB e0 


75 PRINT AT Y,Z;"m" 

76 PRINT AT Yl,Zl;"m" 

77 PRINT AT Y2,22;"m" 

81 PRINT AT INT <RNDY19+1>»INT 
(RND*29+1 >; "(9h >" 

121 LET Y-Y-(X<Y>+(X>Y> 

122 LET 2-2-( A<2 >+<A>2 > 

123 LET Yl-Yl-CX<Y1>+(X>Y1> 

124 LET Z1-21-(A<21 >+(A>21 > 

125 LET Y2-Y2-( X< Y2 >+< X >Y2 > 

126 LET 22-22-< A<22 >+( A>22 > 

130 GOTO 30 

140 LET L-L-l 

155 FUR B-B TO 15 

160 PRINT AT Hi A; "<ttt. >" 

180 PRINT AT X,A;"<9* >" 

208 PRINT AT X, A;"<>" 

220 PRINT AT X,A;"(9v>" 

2-30 NEXT B 

231 IF L<1 THEN COSUB 1000 
240 GOTO 6 

400 REM SET UP 80ARU 
410 CLS 

420 PRINT "<32Yi«p 

430 PRINT AT 21 $ Oi"(32 Tisp >” 

440 FOR 2-0 Tij 21 
450 PRINT AT 2,0;“<isP>“;AT 2,3 
1; "< isP >" 

460 NEXT 2 

461 PRINT AT RND*20,RNUT30; 

462 PRINT AT RND*20, RN0T3U ■"%•■ 

463 PRINT AT RNt’t20,RNOT30; " S " 

464 PRINT AT RNL>*20, RML'*38; 

465 PRINT AT RNt<*20, RNDT20; "*" 
470 RETURN 

500 LET Y-20 
510 LET 2-1 
520 LET Y1-20 
530 LET 21-30 
540 LET Y2-1 
550 LET 22-30 
560 RETURN 
600 LET X-X+l 

610 PRINT AT X-l,A;"<IsP >" 

615 LET S-S+10 
620 RETURN 
700 LET X-X-l 

710 PRINT AT X+l,A;"<isP >" 



m 

m 

m 

m 

m 
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715 LET S-S+10 

720 RETURN _ 

800 LET A=A+1 

610 PRINT AT X, A-l; "< isp >" 

615 LET S=S+10 
620 RETURN 
900 LET Rffi-1 

910 PRINT AT X,A+l;"<isp >" 

91b LET S-S+10 

920 RETURN 

921 FOR F-0 TO 10 

900 PRINT AT X,A>"<i«->" 

931 FOR G»0 TO 2 

932 NEXT G 

933 PRINT AT X,R;"+" 

934 NEXT F 

940 LET X-INT <RND*19+1> 

9b0 LET A-I NT <RND#29+l> 

9b9 PRINT AT X,A;" " 

960 PRINT AT X,A;"*" 

961 LET S»S-20 

970 RETURN 

971 LET S-S+100 

972 FOR R-0 TO b 

973 PRINT AT X,A;"<1*''" 

974 FOR B-0 TO 2 

975 NEXT B 

976 PRINT AT X,flj "< it >" 

977 NEXT R 
979 RETURN 

1000 REM GAME OVER 
1010 CLS 

1020 PRINT "YOUR SCORE WAS ";S 

1021 PRINT 

1022 PRINT "YOU LASTED ";T;" SEC 
ONDS" 

1030 PRINT 

1040 IF HS<S THEN LET HS="3 
1050 PRINT "THE HIGHEST SCORE IS 
"; HS 

1090 PRINT AT 15/0;"PRESS ANY KE 

Y TO PLAY" 

1100 FOR A’0 TO 2 
1110 NEXT A 

1120 PRINT AT lj/0;"Press arw kc* 
v to Piaw" 

1130 FOR A-r0 TO 2 
1140 NEXT A 

1150 IF INKEY*’-"" THEN GOTO 1090 

1160 GOTO 5 

2000 REM INSTRUCTIONS 

2010 CLS 

2015 FOR T-rf) TO 10 

2028 PRINT AT 0,13;"* CHASE *" 

2021 FOR N-0 TO 2 

2022 NEXT N 

2023 PRINT AT 0,13;" rhase « 

2030 PRINT TAB 1;"PROGRAM BY ""A 
NOPEW DOLLOCHAN. 

2040 PRINT TAB 5; "AND ""IAN DUNL 

OP. 

2041 PRINT 

2065 PRINT 

2066 PRINT "YOU ARE PURSUED eY T 
HREE STUPID THOUGH DETERMINED GH 
USTS WHOSE SINGLE AIM IN LIFE 0 
R SHOULD I SAY DEATH IS TO CATC 
H AND KILL YOU.YOU ARC NOT ALLO 
WED TO HIT YOUR TRAIL <isP> THE 

WALLS (i*P ) SPLURDGE PATCHES < 
Sh'' BUT IF YOU HIT <•> THEN YOU 
GAIN POINTS." 

207O PRINT 

2060 PRINT "KEYS USED ARE ARROW 
KEYS." 

2090 PRINT "<5,6,7,ev' 

2100 PRINT "1 OR 0 IS HYPERSPACE 

2101 PRINT 

2102 PRINT "20 POINTS ARE TAKEN 
OFF IF YOU USE HYPERSPACE." 

2103 NEXT T 

2110 PRINT AT 21,0;"Press an* ko 
y to Play" 

2120 FOR A*-0 TO 2 
2130 NEXT A 

2140 PRINT AT 21,0}"PRESS ANY KL 

Y TO PLAY" 

2150 FOR A-0 TO 2 
2160 NEXT A 

2170 IF INKEY*—'" THEN GOTO 2110 
2180 RETURN 
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1 REM " drc.p" 

2 GO SOB 5000 

3 LET P«-" O '■ 

4 LET *c-0 LET rr*2 LET 1-3 

LET 1 - 3 ' LET ca-120 

5 LET t-INT <RNDT31> 

6 IF t>2? THEN GO TO 2- IF t< 
2 THEN GO TO 2 

7 LET 9*-"<96*i»PV 

8 LET rut - 11 R " 

9 LET a*-" PT " 

10 INPUT "wfilF sP**d? 

11 PRINT PT 19,0; INK 4,0* 

12 IF *>10 THEN GO TO 10 

20 PRINT PT 21,3; “Prfii a.rw ke 
•4 to start" 

40 PPUSE 0 

41 PPUSE 20' CLS • FOR *-10 TO 

1 STEP -1 

42 LET t-INT <RND*30> 

43 CLS PRINT PT 0,0;"SCORE-" 
;*c;" LIVES-";1;" DROPS -";e 

45 LET a-n LET b-0 

4? PRINT PT 10,t; INK 0;"XXX" 

49 REM **PLANE** 

50 PRINT RT a,b; 3 *■ PPUSE s 

51 PRINT PT 19,0; INK 4;9* 

60 LET b-b+1. IF b>30 THEN PR I 
NT PT 10,7;"out of time" PAUSE 
40 GLS PRINT PT 19,0; INK 4;9 
* PRINT PT 13,t: INK 0;"XXX"- G 
0 To 3000 

70 IF INKEY®-"0" THEN GO TO 10 
0 O 

OO GO TO 50 

>99 REM ttFPLLYt 
U 100 I ET r-o LET d-h 
1O02 PRINT itt 16, t • INK 0; "XXX" 
ioio PRINT HT c,d;m*;lYI c-l,d*l; 

1013 T F .. THEN CO TO. 10 


1015 PPUSE '4 

1020 LET c-c +1 IF eMC THEN CO 
TO 3000 

1O30 GO TO 1010 

1039 IF CM? THEN GO TO 1O02 

1040 LET z-e 

1041 PRINT PT c,«;PS;TAB d;m*;PT 
c-l.d+1;" "• FOR t'-l TO 50- NEX 

T f 

1042 PRINT PT c,d+l;" " 

1043 LET c-C+1 

1045 IF c-17 PND d=t THEN GO TO 

2O00 

1046 IF c>17 THEN GO TO 3000 
105O LET d-d+C. INKEY*-"9" >-< INKEY 
*="5"> IF d>30 THEN LET d-d-1 
1060 IF a 'O THEN LET d»d+l 

1070 GO TO 1041 

•>J00 PRINT PT l?,t;m* BEEP .05, 
10 

201G LET sc-sc+z 
2015 PPUSE 50 
2O20 NEXT e 

2998 IF l-i PHD sc>-cs THEN LET 
l-l+l GO TO 4200 

2999 REM **LIVES** 

3000 LET 1-1-1 

3001 IF 1-0 THEN GO TO 4000 

3002 BEEP .5,-10 
3010 NEXT e 

4000 PRINT PT 19,0; INK 4,9*' PR 
I NT PT 0,0;"SCORE-";sc;" LIVES- 
";l+l;PT 0,19;" DROPS-";e+l PR1 
NT PT 15,10;"GPME OVER" 

4001 FOR 9-5 TO -5 STEP -1■ BEEP 
.05.9' NEXT 9- STOP 

4300 LET rt-n+2- FuR z-l TO 2U- 6 

EEP .01 . z. +! BLtP .01,7-1 NEXT 

t IF a s 13 THEN PRINT PT 10,0j"« 

ou've succesful !■< finished vour 

mition"■ STOP 

4201 LET l-i+l LET cs-cs 

4205 LET e-10 GO TO 20 

5000 FOR f-0 TO 7 REPD a POKE 

USR "P"+f,a• NEXT f 

3001 FOR n-0 TO 7 READ b POKE 

USR ”t"+n,b' NEXT n 

5002 FOR 9-0 TO 7 READ c POKE 



USR "r"+9,*c NEXT 9 
5003 FOR h-0 TO ?■ REPD d POKE 
USR "o"+h,d NEXT h 
5010 DATA BIN 0,BIN 1100O000,BIN 
11O00111,BIN 11111106,BIN 11111 
110,BIN 11111101,BIN 00O001U,BI 
N O 

5020 DATA BIN 0,BIN 0,BIN U1O00 
00,eiN 00111111,eiN 01011111,BIN 
10011110,BIN 11100000,BIN 0 
5030 DATA BIN 00011100,BIN 01011 
101,BIN 01001001,BIN 00111110,81 
N 00001000,BIN 00010100, 8 IN O01O 
0010,BIN 00100010 
5040 DATA BIN 0011111G,BIN 00111 
110,BIN 01111111,BIN 11111111,61 
N 010O0010,BIN 01O00010,BIN 0100 
0010,BIN 00100100 
5050 PAPER 5' CLS 
5060 RETURN 


nniiniiniiLii nil 

A S THE aircraft flies across the 
screen, jump by pressing 0. 
b Pressing 9 opens your parachute, 
allowing you to steer with keys 5 and 8. 
Your aim is to land on the randomly- 
placed landing pad each time and the 
later you open your parachute the more 
points you gain. 


After you have dropped 10 times, if 
your score is more than 120 and you 
still have five lives remaining the game 
will continue with the aircraft flying 
slightly lower. 

Parachute Drop was written for the 
Spectrum by Andrew Burton of Work¬ 
sop, Notts. 
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A SERIES of levels are connected 
by ladders. On some of those 
levels there are monsters. Your 
task is to kill as many monsters as 


possible, by standing next to a monster 
and pressing key 0. Each time a monster 
is killed a hole will appear in the floor 
and if you fall into one you will be 


killed. Forethought is needed to allow 
you to survive for as long as possible. 

Panic was written for the 16K ZX- 
81 by S Miller of Bideford East, Devon. 


1 GOSUb 3000 

10 LET S-0 

11 LET K-0 

100 CL'S 

101 PRINT "<isP>*cor«<10*i*P>00 
O' 6*i»P >*<6*i»P >" 

110 PRINT 
120 PRINT 
130 PRINT 

1<50 PRINT "< 9f ' 99 >H< 9f 99 • 9f '99 
■9f 99■9f 99■9f'99 1 9f 99 >H< 99 9f 
■ 99 9f 99 9f 99'9f'99'Of 99 9f 9 
9 1 9f >H< 9f >" 

170 PRINT " H H 

H" 

160 PRINT " H H 


H" 

210 PRINT "< 99 1 9f 99 1 9f 99'9f 9 
9 9f■99)H<99'9f 99 Of 99 9f 99 9 
f 99 9f 99■9f >H<9f 99 9f 09 9f 9 
9'9f’99•Of)" 

220 PRINT " H 


230 PRINT 1 
H" 

240 PRINT ‘ 


H" 

260 PRINT "(Of 99>H<9f 99 Of 99 
Of 99 ■ 9f 99‘ ■ 9f 99 ' Of ' 99 )H< Of 99 
Of•99•9f 99 9f ; 99'Of - 99 Of'99 9 
f ' 99 > ' H< 99 

270 PRINT " H H 

H" 

280 PRINT " H H 

H" 

290 PRINT " H H 

H" 

300 PRINT "99 Of 99 Of 99 Of 99 

• OO af ■ ClO ■ 4*' ' 44 ' Of ■ 44 ' 4f '49-0 

f'99'Of'99'Of - 99'9f- 99 Of•99 Of 
9 Of 99 Of)" 

•310 PRINT "< 32*9* >" 

320 PRINT "<32*9*>" 

330 PRINT '*< 12*9A >zxJP*mc< 12*9 

* y 

340 PRINT "<32*9*>" 

350 PRINT "< 32*9* >“ 

370 LET fl-15 
380 LET 0-11 
390 LET D-l 

400 LET C-0 

401 LET E-3 
410 LET C*-" 

420 LET D*-" <i" > " 

430 LET E*-" <i"> " 

440 LET F*'" <i"> ” 

450 (LET G*-" 

500 PRINT RT 3,E;D*;AT ?,E+14;E 
*■RT 11,E*7;F*;RT 15,E;C*;RT 15, 
E*14;G* 

510 LET E-E*D 
540 PRINT RT A,B; 

550 LET fl*-C HR* PEEK < PEEK 1639 
B*256*PEEK 16399> 


552 PRINT RT A+1,B; 

553 LET 2*-CHR* PEEK < PEEK 1639 
0+256*PEEK 16399 > 

566 PRINT RT R,Bj"R" 

561 IF 2*" THEN GOTO 1O0O 

570 LET B»e+< INKEY**-" 8 " AND B<3 
1 >-< INKEY*-"5" RNC> 8'0 > 

571 IF K-20 THEN GOTO 500 

572 IF INKEY*-"9" THEN GOSUB 90 
00 

530 LET fl»fl+<INKEY*-" 6 ” RND 2*- 
"H" >-< INKEY*-"7" AND R*-"H" > 

590 IF INKEY*<>"0" THEN GOTO 50 

0 

591 PRINT RT fl,B*l; 

592 LET Y*—CHR* PEEK <PEEK 1639 
8+256*PEEK 16399) 

593 PRINT RT fl,B-l 

594 LET V*—CHR* PEEK < PEEK 1639 
8+236*PEEK 16399) 

600 FOR N*1 TO 5 
610 PRINT RT fl, B;"R";RT fl.B+i;" 
< 9t)";RT fl,B*l;"<9v > M ;AT fl,B*l;" 
">RT fl, B; " M 

620 NEXT N 

621 FOR N-l TO 5 

622 PRINT RT R,B;"A";RT A,B-1;" 
9t >" > RT R.8-l> "<9s> >”;AT fl.B-l>" 
" ;RT A,B; " " 

623 NEXT N 

900 IF fl-3 AND B+l-E OR R-3 RND 
B-l-E THEN LET D*»" 

901 IF fl—7 AND 6+l»E*l4 OR R-7 
RND B-l-E*14 THEN LET E*-" 

902 IF fl-ll RND B*l-E*7 OR R-ll 
AND B-l-E*7 THEN LET F*^" 

904 IF A-15 RND 0*1«E OR fl-15 R 
ND B-l-E THEN LET C*»" 

905 IF fl-15 AND B*l-E*14 OR fl-1 
5 AND B-l-E*14 THEN LET G*“" 


909 IF R-7 AND B-l-e+14 THEN RR 
INT RT fl+1,8-1;"<i n )"iflT R+1,B-1 


910 IF fl-ll RND 8*1-E+? THEN PR 
INT RT R*1,B*1;"<1")"JRT R+1,B*1 


941 PRINT RT 3,E;D*;AT 7,E+t4;E 
*;RT Il,E+7;F*jflT 15,E;C*;RT 15, 
E+14;G* 

942 IF V*—"< 1 * V OR Y*-"<i">" T 
HEN LET S-S*20 

995 PRINT RT 0,15;S;"<5*isP>" 

996 IF C*-" " RND D*-" " RN 

D E*-" " AND F*-" " RND G*- M 

" THEN GOTO 1065 
998 GOTO 500 

1010 PRINT RT fl,B;"a";AT A,B;"R" 

1030 PRINT RT 19,121"GAME-OVER" 

1031 PRINT RT 21,9;"PRESS ANY KE 


1032 PAUSE 100 
1040 IF INKEY *- 1 
1050 CLS 


THEN GOTO 1040 


1080 LET B-l 
2000 GOTO 410 

3000 PRINT "*#******PRNIG S.MILL 
ER*t*******t" 

3001 PRINT ,, 

3002 PRINT "THE IDEA OF THIS GRM 
E IS TO MOVERROUND <USING CURSOR 

KEYS) RND KILL THE MONSTERS. 

ALSO ON THE BOTTOM F 
LOOP THEIR IS THREE MONEY BAGS 
WHICH IF COLLECTED WILL GRTHE 
R POINTS." 

3003 PRINT 

3004 PRINT "EVERY TIME YOU KILL 
R MONSTER IT WILL MAKE R HOLE 
IF YOU FALL IN fl HOLE YOU DIE" 

3005 PRINT "TO KILL R MONSTER YO 
U SIMPLY PLACE YOURSELF NEXT 


3006 PRINT 
3010 PRINT 
3060 PRINT 

4020 PRINT " P^eas *nw k 


THEN GOTO 4021 


4040 RETURN 
9008 RETURN 
9010 SAVE "PRNIc" 
9Q20 RUN 
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10 PRINT AT 10<12;"REBOUND" : 0 
EEP .5,20' BEEP .4.15 PAUSE 150 

PRINT AT 10,9;"bw PHIL WILLCUX 
" BEEP .05,6' BEEP .05,4 BEEP 
.05,2 BELP .05,0' BEEP .05,4' P 
AIJSE 10O 

15 RANDOMIZE 

20 PRINT AT 10,9;"INSTRUCTIONS 
? «/nV BEEP .1,20' BEEP .1,10 
■ PAUSE 0 

30 IF INKEY*«"m" THEN (10 SUB B 
50O 

50 LET hs-0 

60 RESTORE 9000 00 SUB 9000 

70 PAPER O BORDER 5' INK S’ C 
LS 

60 FOR f-0 TO 31' PRINT AT 0,f 
;"<isP)"• NEXT f 

90 FOR f-0 TO 31 STEP 31 FOR 
9-1 TO 20 PRINT AT 9. f; ISP>"■ 
NEXT 9 NEXT f 
100 LET k-0 

110 FOR f-1 TO 9 FOR 9-1 TO 9- 
k 

120 PRINT AT f ,9;"<isp >" 

130 NEXT 9 
140 LET k-k + 1 
150 NEXT f 
160 LET k-0 

170 FOR f-1 TO 9- FOR 9-22+k TO 
30 


100 PRINT AT f,9;"<i£P>" 

190 NEXT 9 
20O LET k-k+1 
210 NEXT f 

228 PRINT AT 12,15;"<2*i£P>";AT 
13,14 "<4+isP>":AT 14,13;"<6tis 
P >" ; AT 15,12; "<8*isP V 
230 FOR f-16 TO 20' FOR 9-11 TO 
20 PRINT AT f,9;“<isp ) H ■ NEXT 
9' NEXT f 

240 LET k-10 LET P*21 
230 FOR f-1 TO 10 
260 PRINT AT f , k; "( 19. >" ) AT f,P; 
"<ib)" 

270 LET k-k-1 LET P-P + l 
200 NEXT f 

290 LET k-14■ LET P-17 

300 FOR f-12 TO 13 

310 PRINT AT f,k■"A";AT f,P;"B" 

320 LET k-k-1 LEfP-P + 1 

330 NEXT f 

340 LET s-0 LET miss-0' LET c- 


330 IF s>hs THEN LET hs-s 
360 PAPER 5 INK O' PRINT AT 0, 
0;"SCORE "; s,"HI SCORE ";hs;AT 1 


7,12;"ESCAPED'";AT 19,15;miss 
370 LET h-INT <21+9*RND> LET v 
*21 

380 IF c<20 THEN LET j*-"E"• LE 


T co-2 


290 IF c>-20 THEN LET a*-"D" L 
ET co*6 
400 LET 9-5 

410 PRINT ; PAPER 0;AT 21,1;" 


420 PAPER 0 INK 7 PRINT AT 21 

,9;" C " 

430 PRINT INK cojAT 
440 IF INKEY*-"b" THEN GO SUB 7 
900 IF 9*30—h THEN GO TO 7100 
430 LET 9—9+<INKEY9*"8" AND 9<9 
■>-( INKEY*-"5" AND 9>0'> 

460 LET v*-INT < RND*60-c >+l 
470 IF v«<2 THEN PRINT AT v.hi" 
"■ LET v-v-1 

480 IF v-12 THEN CO TO 7500 
500 IF RND<.15 AND h<30 THEN PR 

INT AT ... LET h-h+1' GO TO 

410 

510 IF RND<.3 AND h>21 THEN PRI 
NT AT v,h;" " LET h-h-1 
520 GO TO 410 

7100 FOR 4-1 TO 3- PRINT AT v.h; 
FLASH 1; BRIGHT 1; INK 2;"*" B 
EEP .001,50 BEEP .001,40 BEEP 
.001,20' BEEP .002,1 NEXT 4 
7110 PRINT AT v,h;" " 

7115 LET s.-s+S+c*3 • LET c-c+1 
7120 GO TO 330 

7500 PRINT FLASH 1; BRIGHT 1;AT 
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v,h;"*" BEEP .05,-2' BEEP .05,- 
12' BEEP .02,-40 PRINT AT v,h;" 

" • LET mi&S’Hmiss+l ■ 

7505 IF miss-5 THEN GO TO 7600 
7510 GO TO 350 

7600 CLS PRINT AT 10,13;"SORRY 
1 ";RT 12,lO;"YOU LET TOO";RT 14, 
10;"MANY ESCAPE" PAUSE 50 PRIN 
T PT 5,1;"You scored ";s FOR f- 
30 TO -30- BEEP .0O25,f‘ NEXT f- 
PRINT AT 20,3 j"P ress j k<*v for 
another 1 <3o" 

. 7610 PAUSE 0 
7620 GO TO 60 

790O BEEP .01,1' BEEP .01,15' BE 
EP .01,35 

B000 BEEP .01,1' BEEP .01,15' BE 
EP .01,35 

8010 PLOT 9*8+12,9 DRAW 0,75+9* 
y BEEP .01,30 PLOT OVER 1)9*8+ 
12,9 DRAW OVER 1)0,75+9*8 BEEP 
.015,35 

8020 PLOT 9*8+12.9+<73+9*8> DRA 
U 232-9*16,0 PLOT OVER 1;9*8+12 
,9+( 75+9*8 :■ DRAW OVER 1)232-9*1 

6,0 

8030 PLOT <9*0+12>♦<232-9*16>,9+ 
<75+9*8V DRAW 0,-<75+9*8V BEEP 
.0075,20- PLOT OVER 1K9*0+12>+ 
<232-9*16>,9+(75+9*8V DRAW OVER 
1.0,-<75+9*8> 

8040 RETURN 


8500 CLS PRINT TAB Bj"INSTRUCT 
IONS"''"Shoot the s as the* 

try to escaPe”''"Move your coin 
ic cannon with the "5" and ~0~ k 
*ys, and Press ~b~to fire"''"The 
y become Pro9ressi velv harderto 
hit - but score more Points as 
they do" 

13510 PRINT ''"The 9ame ends if v 
ou let five escaPe (they disaP 
pear into hyPersPace at a ce 

rtam altitude“pres 

s a key to Play” 

8520 PAUSE 0 
0530 CLS > RETURN 
0998 RETURN 
9000 FOR f “144 TO 140 
9010 FOR n-0 TO 7 READ z 
9020 POKE USR CHR* f+n,z NEXT n 
• NEXT f 

9030 DATA 1,3,7,15,31,63,127,255 


9031 DATA 128,192,224,240,248,25 
2,254,255 

9032 DATA 24,24,60,60,60,126,126 
, 126 

9033 DATA 60,126,219,219,126,60, 
66, 129 

9034 DATA 129,102,126,60,60.126, 
102,129 

9040 RETURN 


S HOOT THE missiles as they try 
to escape their planet’s atmo¬ 
sphere on the right of the screen. 
If five escape into hyperspace they will 
destroy your home planet and the game 
will end. Your cosmic cannon is situat¬ 
ed on the left of the screen. It moves left 
with “5”, right with “8”, and fires with 
“B”. Its shots travel upwards, hit the 
top of the play area and ricochet down 
on the right. Skill is needed to aim them 
correctly. 

Rebound was written for the 16K 
Spectrum by P J Willcox of Ely, Cardiff 
and is this month’s program of the 
month. Willcox works in a local hospi¬ 
tal and bought his Spectrum primarily 
for his children to use. He found the 
games which could be played on it 
captivating and began to write his own. 

In the future he would like to write a 
program which would provide complete 
horoscopes. After that his plans are 
more optimistic. He would like to learn 
machine code and write a program 
which would make his fortune. 
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1 GOSUb 5000 

2 LET H-0 

3 LEI T-0 

4 LET U-3 

5 LET P-10 

6 LET PI—10 

8 LET D-0 

9 LLS 

10 FAST 

11 LET P-10 

12 LET T-O 

13 GOSUB 1OO0 

15 FOR 1-1 TO H+100 
20 PRINT AT 1NT <RND*24),INT < 
RNDT29 )+3; "< isP )“ 

30 NEXT I 
35 SLOW 

40 PRINT AT Pj 0; •*< l* V 

41 FOR I-l TO 28 

42 NEXT I 

45 PRINT RT P,0;" " 

55 LET H-H+l 

60 LET P-P+C INKEY*-" 6 " >-< INK.EY 
*-'■7" ) 

70 LET T-T+<INKEY*-" 8 " FIND T<2 
1>-<INKEY*-"5" AND T>0> 

80 IF INKEY*-"0" THEN LET P-IN 
T <RND*21) 

85 IF INKEY*-"0" THEN LET T-IN 
T <RND*31 ) 

90 PRINT RT P,T; 

100 LET K-PEEK < PEEK 16398+256* 
PEEK 16399 > 

110 IF K-128 THEN GOTO 150 
115 IF K-27 THEN LET D-D+10 
120 PRINT RT P,T;"< l* V ;RT P,T; 

130 LET Pl-P 

135 IF INT < RNDT100 JOINT < RND* 
100) THEN PRINT RT INT <RND*21>+ 
0,INT <RND*31)+0;"< xsP V' 

140 GOTO 55 

146 GOTO 2©0 

150 FOR R-l TO 15 

155 PRINT RT P,T;"(9a >";RT P,t ; 

; RT P, T; "< l* )" 

159 NEXT R 

160 PRINT RT P, T;" " 

170 PRINT RT 10 . i" sou have be 
en destroyed “ 

172 PRINT RT 11,5;" or. sheet-. »; 
U 

173 LET U-U-l 

174 IF U=0 THEN GOTO 215 
180 FOR Y=*1 TO 150 

190 NEXT Y 
195 GOTO 9 

215 CLS 

216 PRINT "the end”.."sou 9ot s 
Ploorhed" 

220 PRINT RT 15,0;” sour =.rore 
is "; D 

230 PRINT "DO YOU WISH TO GO AG 
RIN?" 

240 POKE 16418,2 
250 INPUT 2* 

260 GOTO 4000 

1000 POKE 16418,0 

1001 FOR F-0 TO 23 

101O PRINT RT F-0;"<?2*isP>" 

1020 NEXT F 

103O FOR F-l TO 22 

1040 PRINT RT F, 1; . 





GOBBLE 7JMP 


R ICHARD PARR of Ipswich, Suf- pills but the maze develops around you 
folk, who wrote Gobble Trap and eventually will either trap you or 
•for the 16K ZX-81, defines it as squash you beneath a wall. 

“Pac-man with a difference”, the differ¬ 
ence being that there are no ghosts. You have three screens on which to 
Move round the maze eating the power achieve as high a score as you are able. 


1050 NEXT F 
1111 RETURN 

4000 LET GO=0 

4001 PRINT RT 9, GO; "< sP 9jl sP 9t 
9s 2*sP- 95 9t 24*sP lSP 97 95’9 

0 ■ 2*SP ■ 9e 94 - 24*3P - 9w • sP 9s 9t 9 
3'sP’95•98•sP>" 

4002 LET GO-GO+l 

4003 IF GO-29 THEN GOTO 4010 

4004 GOTO 4001 

4010 PRINT RT 10,0;" 

;RT 11,0;" “;RT 12,0;" 

4020 PRINT RT 9,G0;"<£P 9a SP>"; 
RT 10,GO;"< 97■9h■9s)";RT 11,GO;" 
( 98 1 SP -95)" 

4030 FOR F-l TO 60 

4040 PRINT RT 9.GO-1;"<93•SP)";R 

T 9,GO-1J"<sP'94 >" 

4050 IF 2*<1><>"N" THEN PPINT fli 


9,0; "here- we 9o" 

4060 IF 2*0 >«"N" THEN PRINT RT 
9,0;"9ood bse" 

4100 NEXT F 

4500 IF 2*< 1 ><>"N" THEN GOTO I 

4999 STOP 

5000 GOSUB 9000 
5002 CL3 

5009 PRINT RT 0,0;" 9 ob 

bleJtraP 

5010 PRINT " 

5015 PRINT 

5020 PRINT " YOU ARE REPRESENTED 
BY R <i*). YOUR TASK IS TO G 
OBBLE YOUR WRY AROUND THE SCREEN 
EATING DOTS. ON YOUR JOURNEY Y 
UU RUN THE RISKUF BEING DESTROYE 
D IF YOU MIT R WRLL ( OsP'’ > OR 
YOU ARE HIT BY ONERS IT FALLS. 

5030 PRINT "controls are as foil 
oui'",,"UP-7",,"DOWN- 6 ",,"LEFT-5 
",,“RIGHT- 8 " 

504b PRINT ,,,,"0-HYPERSPRCE <US 
E IF NEEDED Cl.E. YOU RRE 1R 
RPPED),BUT YOU MAY LAND ON R WR 
LL AND tit sP looched )" 

5050 PRINT RT 21,0;" hit a Kes 

5060 IF INKEY**-"" THEN GOTO 5060 
5070 CLS 


5071 FOR F-l TO 20 

5075 PRINT RT 16 .iO."Prepare sou 

rself";RT 1O,1O;"PREPARE YUURSLL 

F" 

5000 NEXT F 
5200 RETURN 
9000 CLS 

9801 PRINT RT 0,G;" 9ob 

h l »ll trap 

THIS IS ""P 
RC MAN"" WITH fl D 

IFFERENCE" 

9002 PRINT 

9010 PRINT "WHRT IS THE D1FFEREN 

CE? WELL,THERE RRE no 9 

hosts. 

hut TO COMPENSATE FO 
R THIS THE MR2E IS COMPLETELY R 
ANDOM and IT IS CONSTANTLY BE I 
NG FILLED INAND PASSAGES CRN OFT 
EN GET BLOCKED." 

9011 PRINT 

9O20 PRINT "FOR EACH DOT <.> YOU 
ERT YOU SCORE 10 POINTS." 

9925 PRINT RT 21,0;" hit a ke 

9030 IF INKEY*="“ THEN GOTO 9030 
9035 RETURN 
9990 STOP 

9998 SAVE "<96>" 

9999 GOTO 1 
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I Essex wrote German Tester 
for 48K Spectrum owners. The 
program tests your vocabulary, definite 
and indefinite articles, verbs and trans¬ 
lation. A menu at the beginning of the 
program allows you to choose on which 
area you are to be tested and how long 
the test should be. 


UIM TESTES 


36 CLS 

40 PRINT FIT 0.9;"GERMAN TESTER 
"• PLfjT 64,168' DRAW 120,0 PLOT 
64,165- DRAW 120,0 

60 PRINT FIT 6,2;" 1-VOCABULARY" 
;FIT 9,2; "2-VERBS";AT 12,2;"3-DEF 
INITE ARTICLE" ; FIT 15,2;"4-INDEF1 
NITE ARTICLE" ;RT 18,2; "5-TRANSLA 
TION" 

70 PRINT FIT 21,8; "ENTER NO.'. 1 
TO 5 >" 

80 REM ***SET-UP VAR I ABLEST ** 

9Q IF INKEY*-"1" THLN LET I*-" 
VOCABULARY" 1 LET R-1000 CO TO 1 


LET R--20GO GO TO 150 


110 IF INKEY*-"3" THEN LET I®-" 
DEFINITE ARTICLE" LET R-3000 G 
0 TO 150 

120 IF lNKEY*-"4" THLN LET I*-" 
INDEFINITE ARTICLE" LET R-4000 
GO TO 150 

130 IF INKEY*-"5" THEN LET I*- 11 
GERMAN TRANSLATION" LET R-INT < 
<RND*2H1 >*1000 LET TR-Q LET N 


T-500 GO TO 160 
140 GO TO 90 

150 LET TR-500 LET NT-0 

160 LET SCORE-0 LET 0-0 

170 REM ***VARIABLES NOW SET*** 

180 PAUSE 50 

190 CLS 

20O REM tSORT OUT INSTRUCTIONS* 
210 LET Y-< < 32-LEN IIV7V2 PR 
INT AT 0,Y;!•;" TESTER" PRINT A 
T 1,Y;’ FOR N-l TO LEN I*+7 PRI 
NT "(93 V; ' NEXT N PRINT AT 3,9 
, "INSTRUCTIONS-”;AT 4,9;”<13*93> 


230 LET K*-"AN ENGLISH"' LET J» 
-"GERMAN" 

240 PRINT AT 7,0;"WHEN K*;" W 
ORD IS DISPLAY-ED,TYPE-IN ITS "; 
J«;" EQUIVLENT AND PUSH 'ENTER'. 
TO REPRESENT AN UMLAUT,PUT THE L 
ETTER 'U' IN BRACKETS,WITH THE 
LETTER THAT IT SHOULD BE OVER F 
OLLOWING." 


250 PRINT AT 14,0;" E.C. DE 
R APFEL <U>E ' THIS MEANS AN UML 
AUT SHOULD BE OVER THE LETTER ' 
E'." 

260 PRINT AT 20,5; FLASH 1;"H0W 
MANY CHJESTIONS ?" 

270 INPUT DO IF D0<1 THEN GO T 
0 270 

280 PRINT AT 20,3;"PRESS 'ENTER 
' TO CONTINUE" INPUT 2* 

290 REM ************* 

300 REM **MAIN LOOP** 

310 REM ************* 

320 CLS 

330 PRINT AT 0,Y;I*;" TESTER- 
PRINT AT 1,Y;■ FOR N-l TO LEN I* 
+7 PRINT "<93>"; NEXT N 
333 IF R-1000 THEN LET RD-INT < 
RND*55 )+1 

335 IF R-2000 THEN LET RD-INT < 
RND*53>M 

340 IF R-3000 OR R-4000 THEN LE 
T RD-INT <RND*16>1 
370 RESTORE R+NT 
380 FOR E-l TO RD READ E* NEX 
T E 
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410 RESTORE R+TR 
420 FOR G-l TO RD ■ READ G* HEX 
T G 

430 LET Q-Q+l 

440 PRINT RT 6,0;"QUESTION "; I 
NVERSE 1;Q;RT 6,23; INVERSE 0; "S 
CORE "; INVERSE 1;SCORE;RT 3,6; 
INVERSE 0;"REPLY 'C' TO GIVE-UP" 
430 PRINT RT 10,0;E*;; 

460 POKE 23638,8 INPUT R* IF 
A*-"G" THEN PRINT "GIVE-UP" GO 
TO 470 
463 PRINT A* 

470 FOR N-l TO 32' PRINT • 
NEXT N 

480 REM **CHECK ANSWER** 

490 IF A*»G* THEN LET SCORE-SCO 
RE+l PRINT TRB 12;"CORRECT"• PR 
INT TAB 11; ,, <9#93>" • PAUSE 30' G 
0 TO 390 

300 IF A*-"G" OR n*-"GIVE UP" T 
HEN PRINT TRB 12;"GIVEN UP!” PR 
INT TAB 11;"11*93V' PRINT '"THE 

ANSWER WAS .;G*;. PRINT ' 

•PRINT TAB 4:FANCY GIVING UP 
THOUGH! V• GO TO 580 
560 PRINT TAB 12;"WRONG!"• PR IN 
T TAB 11; "<7*93 92)" 

570 PRINT RT 16,0;"IT WASN'T 
A*;",";AT 18,0;"IT WAS """;G*;"" 


590 IF QODC! THEN GO TO 290 
600 REM ***RESULT5*** 

618 IF SCORE>00/2 THEN LET C*»" 
NOT BAD" 

620 IF SCORE-DO THEN LET C*-"WE 
LL DONE" 

630 IF SC0RE<DQ/'2 THEN LET C*-“ 
POOR" 

640 IF SCORE-DO/^ THEN LET C*«" 
RVERRGE" 

650 CLS 

660 PRINT AT 0,12;"RESULTS";AT 
1,11;”< 9*93>" 

679 PRINT AT 3,0;C*;"'-" 

680 PRINT AT 7,0;"YOUR SCORE WA 
S SCORE;" OUT OF ";CI 

690 PRINT AT 10,0;"DO YOU WISH 
TO USE THIS AGAIN ?" 

700 IF INKEY*-"Y" THEN RUN 40 
710 IF INKEY*-"N" THEN GO TO 99 
9 

720 GO TO 700 
999 STOP 

1000 REM I<<<ENGLISH VOCAB.>!>! 
1010 DATA "HORSE"-"PIG","BARN"," 
TRACTOR","IN THE EVENING","EVENI 
NG","SUPPER","BUT","DEPARTURE"," 
DEPARTMENT","BRIEF CASE","ALONE" 
,"ALL SORTS OF”,"THEREFORE","OLD 
","ONE AND A HALF"."FISHING ROD" 


."PLEASANT","EMPLOYED","THEN","A 
PPLE","APPLETREE","APPLE TART"," 
ORANGE" 

1020 DATA ."CHEMIST'S SHOP","WORD 
","DOCTOR","ASH TRAY","COLD MEAT 
S.'SAUSAGES" , "EYE" , "TRIP" , "EXIT" , 
"EXCELLENT","TEMPORARY WAITER"," 
FOREIGN","VIEW","CAR","MOTORWAY" 
,"BABY","BAKER","BAKER'S SHOP"," 
SWIMMING COSTUME","SWIMMING TRUN 
KS",“SWIMMING THINGS","BATHROOM" 
,"BATH","STATION","STATION MASTE 
R","PLATFORM","PLATFORM TICKET", 
"SOON"," 8 ALL","BALCONY","BANANA" 
,"BANK" 

1500 REM f < < <GERMAN VOCAB .>>>> 
1510 DATA "DAS PFERD","DAS SCHME 
IN","DIE SCHEUNE","DER TRAKTOR", 
"AM ABEND","DER ABEND","DAS ABEN 
DESSKN","A 6 ER","DIE ABFAHRT","DI 
E ABTEILUNG","DIE AKTEN TASCHE", 
"ALLEIN","ALLERLEI","ALSO",”ALT " 
, "AND 6 RTHALB" , "DIE ANL.EL" , "ANGEN 
EHM","ANGESTELLT","ANSCHLIESSEND 
","DER RPFEL”,"DER APFELRAUM","D 
ER APOTHEKER","DIE APFELSINE" 
1520 DATA "DIE APOTHEKE","DIE AR 
BEIT","DER AR2T","DER ASCHENBECH 
ER","DER AUFSCHNITT","DAS AUGE". 
"DER AUSFLUG"."DER AUSCONG","AUS 
GE2EICHNFT","DER AUSHILFSKELLNER 
","AUSLANDISCH","DIE AUSSICHT"," 
DAS AUTO","DIE AUTO BAHN","DAS 0 
ABY" , "DER BACKF.R< U >A", "DIE BACKE 
REI<U>A","DER BADEAN2UG","DIE BA 
DEHOSE", "DIE BADESACHEN", "DAS BA 
DE2IMMER","DIE BRDEWANNE","DER B 
AHNHOF","DER BAHNHOrSVORSTEHER", 
"DER BAHNSTEIG","DIE BAHNSTEIGKA 
RTE","BALD","DER BALL","DER BALK 
ON”,"DIE BANANE","DIE BANK" 

2080 REM <<<ENLLISH VERBS>>> 

2010 DATA "TO REMAIN","IS REMAIN 
ING < PRES.5","WAS REMINING (IMP. 
!","REMAINED <PER.>","T0 BRING", 
"IS BRINGING <PRES.)","WAS BRING 
ING < IMP. V, "BROUGHT <PER. WTO 
THINK","IS THINKING (PRES. V,"W 
AS THINKING <IMP. V,"THOUGHT <PE 

R. >","TO BE ALLOWED","IS ALLOWED 
<PRES.)","WAS ALLOWED (IMP. 

WAS ALLOWED (PER. V, "TO EAT","IS 
FATING <PRES.V,"WAS EATING < IM 
P. >","RTF < PER. V."TO GO (BY VEH 
I CLEW’IS GOING (PRES. V*,"WAS G 
OING (IMP.>","WENT (PER.>" 

2020 DATA "TO PUSH","IS PUSHING 
(PRES.V."WAS PUSHING <IMP.“P 
USHED <PER. >","WILL PUSH <FU1.>" 

,"HAD PUSHED ( PLU.>","TO CHEER". 
"IS CHEERING <P RES. >","WA3 CHEER 
ING (IMP. >“,"CHEERED (PER. >”,"WI 
LL CHEER (FUT.>","HAD CHEERED (P 
LU.>","TO LEAD","IS LEADING (PRE 


S. >","WAS LEADING < IMP. W’LEO < 
PER.>",“WILL LEAD (FUT.>"."HAD ( 
ED (PLU.>","T0 CHAT","IS CHATTIN 
G (PRES.>","WAS CHATTING (IMP. V 
,"CHATTED (PER."WILL CHAT (FU 

T. >","HAD CHATTED (PLU."TO CA 
TCH A COLD","IS CATCHING A COLD 
(PRES.V,"WAS CATCHING A COLD (I 
MP.>","CAUGHT A COLD (PER.>","WI 
LL CATCH A COLD (FUT. V,"HAD CAU 
GHT A COLD (PLU.>" 

2500 REM <<(GERMAN VERBS!!> 

2510 DATA "BLEIBEN","BLEIBT","PL 
IEB","1ST GEBLIEBFN","BPINGEN"." 
BPINGT"."BRACHTE","HAT GEBRRCHT" 

,"DENKEN","DENKT","DACHTE","HAT 
GEDACHT"."DURFEN (U >U","DART"."0 
URFTE","HAT CEDURFT","ESSEN".";S 
ST","ASS","HAT CECESSEN","FRHREN 
","FAHRT (U>R","FUHR","1ST GEFAH 
REN " 

2520 I’ATA "DRRNGELN <U>R", "DRANG 
ELT (U >A","DRANGELTE (U >A","HAT 
GEDRRNGELT <U>A","W!RD ORANGELN 
<U>fl","HRTTE GEDRRNGELT < U >A" " 1 
UBELN","JUBEL","JUBELTE","HAT CE 
JUBELT","WIRD JUBELN"."HATTE CEJ 
UBELN"."FUHREN (U XT ,"FUHRT (U MJ 
","FUHRTE <U>U","HAT GEFUHRT (U) 
IJ" , "WIRD FUHREN ( U >U" , "HATTE FUH 
RT ( U >U" , "PLAIJDERN" , "PLAUDEPT " 1 
PLAUDERTE"."HAT GEPLAUDERT","WIR 
D PLAIJDERN", "HATTE GEPLAUDERT"," 
SICH ERKALTEN (U>A","SIGH ERKRLL 
T <U>R","SICH ERKALTETE <LOA","H 
AT SICH ERKALT (U)A","WIRD ERKAL 
TEN","HATTE SICH ERKALT" 

300O REM (ENG.DEFINITE ARTICLE! 
3010 DATA "NiJM. MRSC. ", "NOM. FEM 
.","NOM. NEUT.", M NOM. PLURAL","A 
CC. MASC.","ACC. FEM.","ACC. NEU 

T. " , "ACC. PLIIRAL" , "GEN. MASC . " . " 
GEN. FEM.”■"CEN. NEUT.","GEN. PI 
URAL","DAT. MASC.","DAT. FEM."." 
DAT. NEUT.","DAT. PLURAL" 

3500 REM (GER.DEFINRTII ARTICLE! 
3510 DATA "DER","DIE","DAS","DIE 
","DEN","DIE","DAS","DIE","DES" 
"DER" , "DES” , "DER" , "DEM" . TCP" . "<• 
EM","DEN" 

4O00 REM < < ENG.INDEF.ARTICLE!! 
401O DATA "NOM. MASC.NOM. FEM 
."/"NOM. NEUT.","NOM. POSS."."A: 
r . MASC."."ACC. FEM.","ACC. NEUT 
."■"ACC. POSS.","CEN. MASC."."CE 
N. FEM.","CEN. NEUT.","GEN. PCS' 
."."DAT. MASC."."DAT. TEM."."DAT 
. NEUT."."DAT. POSS." 

4500 PFM <<GER.TNDEE.ARTICLE!> 
4510 DfiTfl "E1N","f THE"■"FTN"."SC 
INC",“ElNEN","CINE","EIN","SE1NC 
" "FINES","FINER","EINES","SEINF 
P" , "FINFM" . "FINER" , "LIN* M" . "TIN 
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i REM **PF}INT INSTRUCTIONS** 
lb PRiNT AT 0, l2> “TWIGGY" 

10 PRINT " IN THIS GAME YOU M 
U3T IMAGINE" 

20 PRINT "T'UU HOVE fi PILE OP M 
FITCHES IN" 

30 PRINT "FRONT OF YOU.THt IDE 
A OF THE" 

40 PRINT "LOME IS TO TAKE MATC 
HES FRuM THE" 

50 PRiNT "PILE UNTIL THE LOSER 
HAG TO TAKE” 

60 PRINT "THE LOST MATCH.BUT T 
HERE IS A" 

70 PRINT "LIMIT TO THE AMOUNT 
OF MATCHES TAKEN." 

50 PRINT 

100 PRINT " HOW MANY MATCHES 0 
RE THERE IN THE PILE? "; 

110 INPUT M 
1 lb PRINT M 
180 PRINT 

1SO PRINT " WHAT IS OUR LIMIT 
CONCERNING MATCHES BEING TAKEN? 

150 INPUT N 
160 CLS 

165 REM **CHECK LIMIT** 

170 IF NOl AND N<M THEN GOTO 2 
20 

1H0 PRINT "LIMIT IS TO HIGH OR 
LOW FOR A GOUD GAME" 

210 GOTO 100 

220 PRINT "00 YOU WISH TO GO FI 
RST CY/N>" 

200 LET Z=0 

249 INPUT A* 

250 IF A*-"Y" THEN LET 2=1 
260 LET Y=0 

270 LET X-0 

275 REM **PR1NT SCORE** 

260 PRINT AT 8,2;"GAME PILE'";M 

250 PRINT AT 5,2;"YUUR PILE ";X 

0O PRINT AT 10,4;"MY PILE";Y; 

501 REM **CHECK IF FINISHED** 
20b IF 2-2 THEN GOTO 550 
206 REM **IS IT COMPS GO** 

210 IF 2-0 THEN C'-Tu 250 
5ib Rt.M **FLASH LINE** 

220 PRiNT AT 15,2;"ITS YOUR GO" 

221 GOSUB 620 

222 PRINT AT 15,2; “its •jour 9o“ 
222 COS! If! 620 

224 IF 1NKEY*-"" THEN GOTO 220 
220 INPUT A 

•225 REM t*CHF.CK ENTRYt* 

240 IF AN OR 0=0 THEN GOTO 330 

345 CLS 

346 REM **RENEW VALUES** 

350 LET M=M-A 

360 LET 2=0 

270 LET X=X+A 

375 REM tfRLPRINT BOARD** 

280 GOTO 200 

385 REM **HAS COMP LOST** 

230 IF M-l THEN GOTO bl0 
!95 REM **HAS COMP WON** 

430 IF M< =N*1 THEN GOTO 470 
405 LET 2*1 

407.REM **F1ND COMPS GO** 

41rt LET A=M-< N+1 >* 1 NT <<M-lV<N 
+i>>-l 

411 IF RND>0.I THLN GUTU 420 

412 PRINT AT 21,0;"OOPS,I THINK 
IVE MADE A MISTAKE" 

413 LET A*1NT <RND*N>+1 
415 REM **RENEW VALUES** 

420 IF A=0 THEN LET A=N 

421 LET Y-Y+A 

430 LET M=M-A 

431 LET A*-”ES" 

432 IF fl-1 THEN LET A*-" " 

440 PRINT RT 20,2;"I TAKE ";A; M 
MATCH";A*;" AWAY" 

445 REM ttREPRINT SCORE** 

460 GOTO 280 

470 PRINT AT 21,2;"**I WIN**" 
480 LET A=M-1 
490 LET 2=3 





S ET THE SIZE of a pile of matches 
and the maximum number of 
matches which can be removed 
from it at once. Then you and the 
computer take turns to remove matches. 
The object is to force your opponent to 
remove the last match. 

Twiggy was written by M Clarkson 
of Leeds for the 16K ZX-81. 


500 GOTO 420 

510 PRINT AT 21,2;"**I LOSE**NO 
T BAD,SEEN BETTER." 

520 LEI A=1 

b'30 LET 2-3 

540 GOTO 420 

545 REM **FLA5H LINE** 

556 PRINT AT 0,0;"DO YOU WANT A 
UNTHER GAME<Y/N>?" 

551 GOSUB 630 

552 PRINT AT 0,0; "Ho Mr. u want a 
wither OaweCyvnM " 


553 GOSUB 630 

554 IF INKEY*-"" THEN GOTO 550 
530 INPUT A* 

600 IF A*-"N" THEN NEW 

610 CLS 

620 GOTO 10O 

625 REM **DCLAY FOR FLASH** 

630 LET S-0 
640 LET S-S+l 

650 GOTO 20*<S=3 OR INKEY*<>"" ■* 
♦640 

660 RETURN 
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10 PUKE 23659,2- CLEAR 32767 
BORDER 0' PAPER 7 INK 6 BRIGHT 
1 - CLS GO SUB 1000 
20 LET es^3 LET vs-0 
30 DIM a.< 9 > ' LET P-INT < RNDT 6 > 

♦1 

50 FOR 1-2 TO 20 BEEP .03,300 
A 1+5 > PRINT PAPER P;AT i,0;" 

"jAT i, 25;" "■ NEXT l 

£0 PRINT PAPER PjAT 1,0;" 

" ; AT 

20 , 0 ;" 

70 PLOT 104-160' DRAW 0,-144 
PLOT 152-160 DRAW 0,-144 PLOT 
56,112' DRAW 144,0- PLOT 56,64 
DRAW 144,0 

00 PRINT OVER 1;AT 2,7;"7 
8 9";AT 8,7;"4 5 6 "; 

AT 14,7;"1 2 3" 

90 LET r-INT <RND*2V IF r^0 T 
HEN GO TO 340 

100 PRINT AT 0,0;"YOU ARE X's- 
"J FLASH 1;"YOU START" 
- GO TO 170 
110 GO SUB 470 
120 FOR l-l TO 9 
130 IF a<l>-0 THEN GO TO 160 
140 NEXT x 
150 GO TO 840 

160 PRINT AT 0,13;" "; 

FLASH 1;"YOUR MOVE" 

170 PRINT AT 21,0;“PRESS No. OF 
SQUARE YOU REQUIRE " PAUSE 0 
180 IF INKEY*-"1" AND a<1>-0 TH 
EN PLOT 36,56 DRAW -32,-32' PLO 
T 64,56 DRAW 32,-32- BEEP .05,1 
0- LET a<1>-l GO TO 290 
190 IF INKEY*«"2" AND *<2>-0 TH 
EN PLOT 144,56 DRAW -32,-32- PL 
OT 112,56 DRAW 32,-32- DEEP .05 
,18 LET a( 2 >-l - GO TO 290 
200 IF INKEY*-"3" AND a<3>-G TH 
EN PLOT 192,56 DRAW -32,-32' PL 
OT 160,56- DRAW 82,-32- BEEP .05 
,10 LET *<3>“1’ GO TO 290 


210 IF INKEY*-"4" AND a/.4>-0 TH 
EN PLOT 96., 104 ■ DRAW -32,-32- PL 
OT 64,104 DRAW 32,-32- BEEP .05 
,10- LET GO TO 290 

220 IF INKEY* - "5” AND a<5>-0 TH 
EN PLOT 144,104 DRAW -32,-32 P 
LOT 112,104 DRAW 32,-32 BEEP . 
05,10 LET 4<5)-l GO TO 290 
230 IF INKEY*“" 6 " AND a<6>«0 TH 
EN PLOT 192,104 DRAW -32,-32 P 
LUT 160,104 DRAW 32,-32 BEEP . 
05,10- LET a<6>-l GO TO 290 

249 IF INKEY*-"7" AND a<7>-0 TH 
EN PLOT 96,152 DRAW -32,-32' PL 
OT 64,152 DRAW 32,-32- BEEP .05 
, 10 LET a< 7)«1• GO TO 290 

250 IF INKEY*=" 6 " AND a<8>-0 TH 
EN PLOT 144,152 DRAW -32,-32 P 
LOT 112,152- DRAW 32,-32- BEEP . 
05,10 LET a< 8 >-l GO TO 290 

260 IF INKEY*-"9" AND a<9)-0 TH 
EN PLOT 192,152' DRAW -32,-32’ P 
LOT 160,152- DRAW 32,-32- BEEP . 
05,10- LET at 9 >-l- GO TO 290 
270 FOR f*l TO 10 BEEP .05,20' 
BEEP .05,0- NEXT f 
280 GO TO 160 
290 GO SUB 470 
300 FOR i-1 TO 9 
310 IF a<l >-0 THEN GO TO 350 
320 NEXT l 
330 GO TO 840 

340 PRINT AT 0,0;"YOU ARE X's - 
"; FLASH 1;"THE COMPUTER STARTS" 
; FLASH 0- PAUSE 150- GO TU 360 
350 PRINT AT 21,O; FLASH 1;"REM 
EM 8 ER"; FLASH 0;" A COMPLETE L 
INE LOSES" PRINT AT 0,13;" 

"; FLASH 1;"COMPUTERS MOVE" PAU 
SE 103 

360 LET s-INT <RND*9>+l 
370 IF *-l AND a<1>-0 THEN CIRC 
LE 80,40,16 BEEP .05,5' LET a'1 
>-2' GO TO 110 

380 IF *-2 AND a<2>*0 THEN CIRC 
LE 128,40,16' BEEP .05,5 LET a< 


2>-2 GO TO 110 

390 IF »-3 AND a<3>«0 THEN CIRC 
LE 176,40,16- BEEP .05,5- LET a< 
3 >-2• GO TO J10 

400 IF s-4 AND a< 4 > - 0 THEN CIRC 
LE 60,88,16 BEEP .05,5 LET a<4 
>-2' GO TO 110 

418 IF s=5 AND a<5>-0 THEN CIRC 
LE 128,88,16- BEEP .85,5- LET a< 

5 >«2' GO TO 118 

420 IF s =6 AND a<6>-0 THEN CIRC 
LE 176,08,16- BEEP .05,5- LET a< 

6 >2 GO TO 110 

430 IF s-7 AND a<7>-0 THEN CIRC 
LE 80,136,16 BEEP .05,5 LET a< 

7 )-2• GO TO 110 

440 IF s-9 AND a<8>"0 THEN CIRC 
LE 120,136,16 BEEP .05.5- LET a 
(8 >-2- GO TO 110 
450 IF s-9 AND a<9>-0 THEN CIRC 
LE 176,136,16 BEEP .05,5- LET a 
<9>-2 GO TO 110 
460 GO TO 360 

470 IF a< 7 >-a< 8 > AND a<7:>-*<9> 
AND a< 7><>0 THEN PLOT 56,136 DR 
AW 144,0 PAUSE 15 GO TO 490 
480 GO TO 510 

490 IF a< 7 >-l THEN GO TO 900 
500 IF a<7>-2 THEN GO TO 820 
510 IF a< 4 )-a< 5 ) AND a< 4 )-a< 6 > 
AND a< 4 X >0 THEN PLOT 56,88 DPA 
W 144,0 PAUSE 15- GO TO 536 
520 GO TO 550 

530 IF a<4>«l THEN GO TO 800 
540 IF a<4>-2 THEN GO TO 820 
550 IF x(l >«a< 2 > AND *<1>-a< 3 > 
AND a<1X>0 THEN PLOT 56,40 DRA 
W 144,0 PAUSE 15 GO TO 570 
560 GO TO 590 

570 IF a<1>-l THEN CO TO 800 
580 IF j(l>-2 THEN GO TO e2Q 
590 IF at 1 >-a< 4 > AND a< 1 >=a< 7 *• 
HNL- « 1 X ,‘5 THEN PLOT 30,160 DR 
AW 0,-144 PAUSE 15 GO TO 610 
600 GO TO 630 

610 IF a(1>-l THEN GO TO 800 
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620 IF a<1)-2 THEN GO TO e20 
629 IF a<2)-a<5) AND a<2)-a<8) 
RND *<2)00 THEN PLOT 128,160' 0 
RAW 0,-144 PROSE IV CO TO 65O 
640 GO TO 670 

650 IF a<2)«l THEN CO TO 800 
660 IF a<2>-2 THEN GO TO 020 
670 IF a< 3 )-a< 6 > AND a<3)«*<9> 
RND *0)00 THEN PLOT 176, 160 D 
ROW 0,-144 PROSE 15- GO TQ 6*90 
680 GO TO 710 

690 IF aO)-l THEN GO TO 000 
. 700 IF a<3>-2 THEN GO TO 820 
710 IF a<3>-a<5> RND a<3)-*<7> 
RND *0)00 THEN PLOT 60,156 DR 
RW 186,-136' PROSE 15 GO TO 730 
720 GO TO 750 

730 IF a<3)»l THEN GO TO 000 
740 IF a< 3 >-2 THEN GO TO 820 
750 IF *< 1 )-*< 5 ) AND *<!>»*< 9) 
RND *<1)00 THEN PLOT 196,156 D 
RAW -136,-136' PROSE 15 GO TO 7 
70 

760 GO TO 790 

770 IF *< 1 >1 THEN GO TO 800 
780 IF *<1 )»2 THEN GO TO 820 
790 RETORN 

80S PRINT RT 21,0;" R LINE OF 
'X's- ") FLASH 1;"YOU LOSE": F 

LRSH 0;" "• BEEP 1,-10 LET c 

s*cs+1 GO TO 870 
810 BEEP 1,-10- LET cs-=cs+l• CO 
TO 870 

820 PRINT RT 21,0:" R LINE OF 
' 0' S - •') FLASH 1 . “YOU LOSE" ; F 

LASH 0;" 


ER WINS "■ BEEP 1,10 BEEP 1,5 
BEEP 1.0 BEEP 2,-10 LET cs~0 
LET ys-0 GO TO 970 
800 IF US-5 THEN PRINT AT 8,0, 
FLASH 1;" YOO HAVE BEATEN THE C 
OMPOTER• "• GO TO 9O0 
890 GO TO 950 
900 FOR *-l TO 4 
910 FOR 1-0 TO 20 STEP 3' BEEP 
.05,i NEXT i 
920 NEXT * 

930 FOR b-1 TO 25 STEP 1 BEEP 
.05.b• NEXT b 

940 LET cs.-0 LET va-0- GO TO 9 
70 

950 PRINT AT 0,0;" COMPUTER SCO 
RE 1 " i ca; TAB 19;"YOUR SCORE 
TAB 31;" " 

960 PROSE 10 POKE 23659,1 PRI 
NT RT 22,0;"PRESS ANY KEY TO CON 
TINOE GAME " PROSE O' POKE 236 
59,2' CLS GO TO 30 
970 PROSE 180 POKE 23659,1 PR 
INT RT 22,0;"DO YOO WANT TO PLAY 
AGAIN (Y/N'“ PROSE O POKE 23 
659,2 

990 IF INKEY*<>"t» b THEN CLS G 
0 TO 30 
990 STOP 

1000 PRINT RT 1,11; PAPER 2; INK 

6;.'HRRD-LINES""" 

1010 PRINT "" The eb.-ect of the 
Same is to fill all nine s4u 
are* without eomPletin9 3. line 

of either O's or X's." 


930 DEEP 1,-10 LET c.i-c;+1 GO 
TO 070 

840 PRIN T RT 21.0 ■" fONCRRTULRT 
IONS - ", FLflSH 1, "YOO MIN" F 

LRSH 0;" 

050 FOR l-l TO 24' DEEP .03.1*2 
■ NEXT i 

860 LET us-va+1 GO TO 870 
870 IF cs-5 THEN PRINT RT 0,0: 
FLflSH 1;" HRRD-LINES! THE COMPUT 


1020 PRINT ''" Each time moo. win 
3 round mou score 1 Point. To 
win the 93me mou must reach 5 
Points before the computer." 
1030 PRINT ''" You Print the X's 
and the start is decided at ran 
dom." 

104O PRINT RT 21,G; FLASH 1;"PRE 
S3", FLASH 0 " ANY KEY TO START 
THE GAME" PAUSE O CLS RETURN 


O UR CHALLENGE earlier in 
the year to write a Noughts and 
Crosses program in which the 
computer took part resulted in several 
programs being sent to us, the best of 
which was printed last month. Stuart 
Humphreys, Pip Wright and Ian Hum¬ 
phreys of Newtown, Powys took the 
basic formula of the game and changed 
it round to produce the game Hard 
Lines for the 48K Spectrum. Here the 
idea is to avoid either you or the com¬ 
puter forming a line. If no line is 
completed you win the game; if not, the 
computer wins. 
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OL'DDL'ODDD " 

lb FOR r,-l TO h PRINT ft! 20-r. 
,30; "iJ' ■ NEXT n; PRINT AT 20-n,3 
0>*'D" 

17 LET h-h+1 

10 IF h-18 THEN TOR yv-2l .TO 0 
STEP -1 PRINT AT r.,30;" " NEXT 
n LET h-2 LET x-20 • 00 TO 15 
20 PRINT AT x,w-l;m* 

30 PRINT RT a,b-l; INK 6;b* 

31 IF RND>.95 THEN LET l-l 

3b IF INKEY*-'*0 M THEN GO TO 11 

0 

40 LET INKEY®~"e" AND *<3 

8 AND x>-20>-< INKEY*-"V AND v>l 
AND y^20) 

4b IF l-l THEN GO SUB 200 
SO IF INKEY*-"7" AND »-30 AND 
x>-20-h+l THEN LET y-x-1 PRINT 
AT x»*; ; AT y*-l,«;"J^' 

Sb IF INKEY*-"6" AND x<20 THEN 
LET x-x+1 PRINT AT x,x;“A";AT 
X-l,v;"C" 

60 LET b-b+< RND>. 5 AND b<20>-< 
RNf.K.b AND b>2 > 

70 IF x-20-h+l THEN LET «*-" B 
" PRINT AT ~-l .h;" " 

SO LET sc-sc+i 
8S LET b*- H EF " 

SO IF SC/20INT <SC/2> THEN LE 
T b*=" Ui " 

98 IF l-l THEN LET *»*+l LET 

1-0 . -- - - - - 

100 00 TO 20 

110 IF m*<>" 8 " THEN GO TO 20 

111 LET m®-" A " 

112 LET sc-sc+5 

115 FOR rr-19 TO a+1 STEP -1 

120 IF SCREEN* <«,*>-" " THEN P 
RINT AT *,* INK 5; M D" > BEEP .01 
,20 GO TO lb 

121 IF SCREEN* <n,s)»" " THEN C 
0 TO lb 

130 NEXT -n 
140 GO TO lb 

200 IF SCREEN* <s,b><>" " THEN 
PRINT AT s,b;BEEP .01,s PR 

INT AT s,b;. LET sc-se-5' LET 

S”16- RETURN 

20b PRINT AT s,bBEEP .01, 
s PRINT AT s, b;" " 

210 LET s.-s*l 

211 IF s-21 THEN GO TO 250 
220 GO TO 2O0 

2b0 PRINT RT 10,11; FLASH 1;"BA 
D LUCK!" BEEP 1,-10 


over, dropping rocks which chip 
away bricks. 


Y OU ARE a bricklayer who has screen to get some bricks and place 
just completed a wall. A bird flies them in the appropriate place. 

nu,r Hrnnnina m,'lrc mhirh \A C . n f AA oiHetr.,-,,. 


M Green of Maidstone, Kent, who 
wrote Brick a Brack for the 16K 


Repair the wall by climbing to the Spectrum, says that a score of more 
top of the ladder on the right of the than 1,000 is excellent. 


260 PRINT AT 12,11; INVERSE 1;" 
SCORE-"; FLASH l;sc 
300 FOR n-1 TO 400 NEXT n 
40O CLS 
500 RUN 

1000 PRINT AT 5,9; FLASH 1;”BR1C 
K-A-BRACK" 

1100 PRINT AT 7,3;"POINTS '" 

120O PRINT AT 9,10; "BRICK-5' Poirt 
t«." 

1309 PRINT AT 11,0;"EVERY BRICK 
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Y OU ARE a submarine-destroying 
ship armed with 50 depth 
charges. Your equipment contin¬ 
ually throws shock waves towards the 
sea bed. When a submarine is within 
range the shock waves will bounce back 
more quickly than usual. 

Judge from the shock waves how 
deep to set the depth charges. You will 
have two strikes at each submarine. If 
you miss they will fire back and damage 
your ship. 

Depth Charge was written for the 
16K Spectrum by Neil Seward of Yate, 

Bristol. 

DEPTH CHARGE 


1 

CLS 



110 LET CH*50« LET H=0« LET D=0 

2 

INK 0- BORDER 

3- FLOS 

H 0 

115 GO SUB 60O0 

5 

LET GO=0- LET 

J*10 


120 FOR F-0 TO 7 READ A* POKE 

6 

LET L“6 



U8R " 3. “ +F, A ■ NEXT F 

-? 

LET PL=240 



125 FOR F*=0 TO 7- READ A- POKE 

0 

LET W*5 



U3R "h"+F,A■ NEXT F 

10 

PRINT NT 0,4) 

INK 1)" 

0 E P 

130 DATA 1,3,3,127,255,255,127, 

T H 

C H A R G E " 



0,0,192,192,248,255,255,240,0 

20 

PLOT 0.0’ DRAW 

255,0- 

DRAW 

140 PRINT AT 6,15)“ALL SYSTEMS 

0, 163' DRAW -255,0* 

DRAW 0 

,-163 

GO! " 

2 5 

PLOT 255.100 



150 FOR F-0 TO 7- READ A ’ POKE 

30 

DRAW -155,0 



USR "c"+F,A ! NEXT F 

35 

DRAW 0,-100 



155 DATA 83,46,175,170,240,45,1 

46 

PLOT 0,96DRAW 96 , 0■ 

DRAW 

76,170 

0,-96 



200 IF L>1 THEN LET L=INT <30*R 

4S 

FUR T — 10 TfJ 20 

: PRINT 

RT f, 


| I.' INK 5; "< litis? >•' 

' NEXT 

f 

?05 IF ch< 1 THEN GfJ TO 8000 

50 

PRINT RT 14,0; 

INK 0) 

PAPER 

210 IF L“1 THEN GO SUB 4000 





220 IF C0«1 THEN GO SUB 4050 

55 

PRINT AT 15,Si 

INK 0j 

PAPER 

300 PLOT PL,95 

5 3 " “ 

> RT 16,6. ! I 

NK 0; PAPER 5 

310 IF GO-0 THEN DRAW -10,-87 

60 

PLOT 110,162- 

DRAW 0, 

-63 

315 IF 00=1 THEN DRAW -1Q,-W*«- 

70 

PLOT 7,7- DRAW 

0,88 


BEEP .1,-10- DRAW 8-10,W*8 

72 

PLOT 7,7 : DRAW 

00,0 


400 IF <J-6 OR J-5 ) THEN PRINT 

00 

PRINT RT 2,18.: 

PAPER 

4;"COM 

AT 6,15)“SET CHRGES NOW" PRINT 

PUTER" 



AT 4, 15) “HOW MANY FEET 11 ; AT 5, 

90 

PRINT RT 2,1 i " 

CHARLES 

=50" 

15) “IN HUNDREDS!1-9 >“• ijj TO 410 

95 

PRINT AT 3,1) 

INK 2)" 

HITS.. 

402 GO TO 600 

.=0" 




410 INPUT "HOW MANY HUNDREDS OF 

100 

PRINT AT 4,1)'* 

DAMAGE* 

=0" 

FEET".: FEET 
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420 PRINT AT 6,15.iFEET*108)" PE 
ET" 

425 IF FEET -W THEN LET CH-CH- 
1' GO TO 5000 

500 IF J<5 THEN PRINT RT 4,15;" 

"; FIT 5,15;" 

"jflT 6,15; FLASH 1; P 
RPER 4;"TARGET MISSED " 

510 LET X-INT < RNDY30 > 

550 PRINT AT 4,14;"YOU MISSED T 
ARGET";AT 5,14;"SUB FIRES BACK"; 
RT 6, 14; "RESULT "jX;"Ss DAMAGE" 
560 LET D-D+X 

570 IF D>-130 THEN GO SUB 9000 
580 PAUSE 100■ PRINT RT 4,14;" 

";RT 5,14;" 

";AT 6,14;" 

590 PRINT RT 4,9;D 
600 LET PL-PL-20- IF PL-100 THE 
N GO SUB 6000 
1900 BEEP .1,10 
2000 GO TO 200 

4000 PRINT RT 6,15;"SUB IN RANGE 

4005 LET W-INT <RND*10V LET UM4 

+ 11 

4010 FOR F-i TO 2- BEEP .1,0- BE 
EP .1,10 BEEP .1,30 BEEP .1,40 

■ BEEP .1,60 BEEP .18,50' BEEP 
.1,30' BEEP .1,10' BEEP .1,-10 
4020 NEXT F 

4030 LET L“0 

4050 PRINT RT 15,J; PAPER 5; INK 
0;" “■ LET j+u-l.' PRINT RT 15, 

J; PAPER 5;"ah" 

4060 IF J-l THEN LET L-6■ PRINT 
AT 6,I5;"SUB PASSED "' LET J 
*10' PRINT AT 15,1; PAPER 5;" " 

■ PRINT AT 15,5; PAPER 5;"-"• 

LET GO-0' PRINT AT 6,15;"ALL SYS 
TEMS GO!"' RETURN 

4070 LET BE-1■ LET GO-1 
4080 RETURN 

5000 PRINT AT 15,5; INK 2; PAPER 
6; FLASH l;"ccc" 


5010 PRINT AT 4,15;" 

";RT 5,15;" 

5015 LET H-H+l 

5016 PRINT AT 2,9;CH;AT 3,9;H 
5020 PRINT RT 6,15; INK 2;"TRRGE 
T DESTROYED" 

5030 FOR F-0 TO 10' BEEP .01,-10 
' BEEP .1,0' BEEP .1,20' BEEP .1 
,40' BEEP .1,0' BORDER <RND*7>. 
NEXT F 

5040 BEEP .1,10- BEEP .2,40' BEE 

P .5,20’ BEEP ,3,-10 

5090 PAUSE 50' PRINT RT 6,15;" 

510G PRINT RT 15,5; PAPER 5;"- 

"' LET L-6' LET GO-0■ 

5110 LET L=6' LET J-10 
5500 GO TO 600 

6030 FOR F-IO TO 23' PRINT RT F, 
13; PAPER 6;" 

■ NEXT F 

6005 LET PI-240 

6006 PRINT RT 6,15;"SCANNING ARE 
fl " 

6010 RETURN 

6000 CLS ' PAPER 6' INK 1 ■ BORDE 
R 5 

8005 FOR f-40 TO 0 STEP -1' BEEP 
.01,20’ BEEP .01,50- BEEP .01,- 
10' BEEP .01-f' NEXT f 
8013 PRINT RT 3,1;"YOU ARE OUT 0 
F CHARGES" 

8020 PRINT RT 5,2;"BUT..." 

0030 PRINT RT 6,1;"YOU SCORE ";H 
j" HITS" 

8040 PRINT RT 10,1;"YOUR DAMAGE 
WAS " ; D;" V' 

8050 PRINT RT 20,2;"ANOTHER GO < 
YxN >“ 

8060 INPUT AS 

9070 IF FI*-" y" THEN RUN 

0030 STOP 

9000 FOR F-0 TO 22■ BEEP .i,F■ B 
EEP .01,10' RANDOMIZE USR 3200 > 
NEXT F 

9010 BEEP .4,20- BEEP .5,16’ BEE 

P .2,20- BEgP .6,10 

9020 PRINT AT 3,5; BRIGHT 1; PAP 

ER 6; INK 1;"THE SUB DESTROYED Y 

OU" 

9030 INK 2 

9040 PRINT AT 7,2;"YOU HAD ";H;" 
HITS" 

9041 PRINT AT 9,2; PAPER 3; INK 
6;"THE DAMAGE WAS TO MUCH ";AT 1 
0,2;"YOUR SHIP WAS BLOWN TO BITS 

9050 PRINT AT 21,0;"ANOTHER GAME 
?( YkN >" 

9060 IF INKEY*="y" THEN RUN 
9370 IF INKEY*-"n" THEN STOP 
9083 GO TO 9050 
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T HE COMPUTER will select a 
three-digit code number in Code 
Breaker which you must de¬ 
code as quickly as possible. Enter your 
version, one digit at a time, and the 
computer will tell you which numbers 
are correct. It should be possible to find 
the number in fewer than 10 attempts. 
If you arc completely baffled enter A, B 
and C for the correct answer. 

Written for the 16K ZX-81 by B 
Merry of Clifton, Bedfordshire. 


10 REM "CODE" 

12 PRINT "-DO YOU REQUIRE INOT 
RUCTQNS? < Y^N V 

13 PAUSE 4E4 

14 IF INKEY*-"Y" THEN COSUB 20 

00 

15 LET N-0 

16 CL'S 

17 PRINT TAH 12;"THE 1ST CLUE 
SHOWS";TAB 12;"ANY RIGHT DIGITS" 
• TAB 12;"IN THE ri9ht PLACES." 

18 PRINT TAe !?:" ":TR8 12;"TH 
E 2ND CLUE SHOWS";TAB 12:"ANY RI 
CHT DIGITS"; TAB 12; "IN THE wrong 

PLACES." 

20 LET 2-1 
40 LET H-l 

00 LET A-1NT < RNDt10) 

60 LET B-INT <RND*10> 

70 LET C-INT <RNDt101 
82 LET 1-0 
80 LET J-0 

86 IF N-17 THEN GOSUB 3000 

89 PRINT AT N,0;"-"; 

100 INPUT R 

110 INPUT S 

120 INPUT T 

135 PRINT AT N,0:R;S;T; 

137 LET N-N+l 




^33Z.i c&XtPix)" 




CODE 

BREAKER 


140 IF R-A AND S-B AND T-C THEN 
GOTO 999 

150 IF R-A THEN LET 1-2 
160 IF S-B THEN LET I-I+2 
170 IF T-C THEN LET I-1+2 
190 IF ROB AND (t. R-K AND SOB 
AND TOB> OP < R-C AND SOC AND T 
<>C>> THEN LET J-Z 
200 IF S< S B AND < CS-A AND R< V A 
AND T< >A> OR <S-C AND ROC AND T 
<>C>> THEN LET J-J+Z 
205 IF TOC AND <<T-R AND ROB 
AND SO01 OR < T—A AND R< “»A AND S 
<>fl» THEN LET J-J+Z 
210 IF ROA AND S-A AND T-A THE 
N LET J-J+Z 

215 IF S<M» AND R-A AND T-B THE 
N LET J-J+2 

220 IF TOC AND R-C AND S-C the 
N LET J-J+Z 
230 PRINT TAB ?:I;J 
240 LET H-H+2 
260 GOTO 82 

1000 PRINT AT 15,11; "conSrafcu.lat 
lo ns" 

1020 PRINT AT 16.11 H" TRIE"; 
1025 IF H>1 THEN PRINT "S" 

1030 PRINT AT 17,11;"ANOTHER GAM 
E? < Y/N >" 


1940 PAUSE 4E4 

1050 IF INKEY*-"N" THEN STOP 
1060 GOTO 15 
2000 CLS 

2020 PRINT "THE IDEA OF THE GAME 
IS TO CRACK the THREE DIGIT COD 
E WHICH WILL BE GENERATED BY THE 
COMPUTER. THE DIGITS WILL BE I 
N THE RANGE OF 8-9.AT THE START 

OF THE GAME - WILL APPEAR AT T 

HE TOP OF THE SCREEN.THEN INPU 
T 3 NUMBERS EACH FOLLOWED BY NO 
.YOU WILL THEN BE GIVEN CLUES. 
AS TO HOW CLOSE TQ THE NUMBER 
YOU ARE. THESE WILL BE EXPLA 
INED DURING THE GAME...haPPv cod 
•Herackin9 
2030 PRINT 

2040 PRINT "Press a he* to conti 

me" 

2050 PAUSE 4E4 
2060 RETURN 
3000 LET N-0 

3810 PRINT AT I9i(3) "P lease coPm 

down am mCormationthst mou nee 

d' as i have run outof roowre? 

s a I'f; to continue 

3020 PAUSE 4E4 

3025 CLS 

3030 RETURN 
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car around a fixed 
track. Turn right with “8”, 
left with “5”, brake with “6”, 
and accelerate with “7”. Do not keep 
your finger on the steering keys or you 
will find yourself turning more than 
once and crashing into a wall. Imagine 
that you are the driver of the car, so that 
what appears to be up or down on the 
television screen involves a turn either 
to left or right. 

Grand Prix was written for the 16K 
Spectrum by C Stock of Chelmsford, 
Essex. 


iu ou TO 710 
101 REM Main loop* 

120 IP INKEY*="5" THEN LET c-a 
LET a—b LET b=c 
130 IF INkEYS=" 8 " THEN LET c-b- 
LET b—a LET a=c 
140 IF INKEY*="7" THEN LET k=k- 
7 IF k<l THEN LET k = l 
150 IF INKEY*-" 6 " THEN LET k-k + 
7 

160 IF k>43 THEN LET k-50' GO T 
0 200 

170 PRINT RT *,x; M < isP)"- LET v 
=*+*• LET x=x+b 
100 IF SCREEN* <*,x)<>" " THEN 
LET LET x-x-b' LET k=50' 

PRINT AT *,x; FLASH 1 ; PAPER 6 
*" BEEP 1.5,-14' LET s=s+308 
201 PRINT AT «,x,a*Ca+2,b+2)' B 
EEP .06,0- IF m- 1 AND x=l THEN C 
0 TO 410 

210 FOR n=l TO k' NEXT n> LET s 
=s+20+k■ GO TO 120 
301 REM **Start** 

310 PRINT AT 0 , 2 ; PAPER 3;" Pre 
ss any key to start " 

320 PAUSE O PRINT AT 0,2; PAPE 

R 3l **■.at.**-*. .. **!' 

330 FOR 4=1 TO 4 PRINT AT 1,4; 
INK 2; PAPER 0; FLASH 1; BRIGHT 
1;" BEEP .5,0 BEEP .5,12- N 
EXT 4 

350 PRINT AT 1,4; PAPER .. 

BEEP .2,24' PAPER 5 
360 GO TO 100 


401 REM **FIrtish** 

420 PAPER 6 : PRINT RT 7,3;" Poi 
nts=";s; H " 

430 FOR n=l TO 30' BEEP .1,<RND 
*20+10>• NEXT n 
44(j IF s<hs THEN LET hs=s 
460 PRINT AT 8 , 8 ;" ToP Score-"; 
hs;" " 

430 GO TO 470 

601 REM **Vartables** 

610 LET hs=100000■ DIM a*<3,3> 
620 LET a*< 1 )» N JH' LET a*<2>=" 
B C "' LET a*C3)- M Jil' 

623 LET s=0' LET k-30' LET x=2' 
LET y-1■ LET a-0• LET b-1' PAPE 
R 7' CLS 

630 PRINT "XXXXXXXXXXXXXXXXXXXX 
XXXXXXXXXXXXX<19*lsP>XXXXXXXXXXX 
XX<isP >XXXXXXXXXXXXXXXX<2*lsP>XX 
<9* isP >XXGi'sP >XXXXXXXXXXXXXXXX<2 
*lSP >XX< 2*lsP >XXXXX< 2*iSP >XX< 2*1 
«P;XXC12*1 sp >XX<IsP >XX<2*tsP >XXX 
XXC 2*isP >XX< 2*isP >XX< 2* t sP >XXXXX 
XXX<2*ISP >XX<isP>XX< 6 *lsP>XX< tsP 
>XXX<isP >XXC2*isP >X< b*isP)XX<isP 
>XX<isP)XXXXXXt 2*1sP)XX<isP >XXX< 
isP >XXX<isP >X<2*isP>XXC2*isP)XX< 
isP >XX< 9*isP))XX<isP!>XXX<isP)XXX 
< 3*isP >XXX< 2*isP >XX<isPJXXXXXXXX 
XXXXXtisP >XX<2*1sP>XXX< 3*1sP>XXX 
<isP >XXX<ISP >XXXXXXXXXXXXX<isP >X 
X< 2*isP >XXXXXXXXX< isP >XX< 2*isP >X 
XXX< 6 *isP>XX< 2*1sP>X" 

640 PRINT "X<tsP>XXXXXXXXXX<isP 
>XX<2*lsP>XXXX<2*isP>XXXCisP >XX< 


2*isP ,1XX< isP >XX< 9*isP >XXC2*isP )X 
XXX<isP >XX< 3*isP>XX<isP)XXX<isP > 
XX< 2*isP>XXXXXXXXX< ?*isP>XX< 3*is 
P >XX<isP >XXX<isP >XX(2*isP>XXXXXX 
XXXXXXXXXXXX<isP >XXXX<isP >XXX<is 
P )XX<isP >XXXXXXXXXXXXXXXXXXX< 6 *i 
SP)XXX<ISP >XX<ISP >XX<9*1SP >XXX<4 
* i SP >X< 6 * l sP >XXXC 2* l sP >X< 4* i sP >X 
XXXXXX<2*isP>X< 2*isP>X< 2*tsP >XXX 
XXXXXXXC 2*ISP>X<4*ISP >XXXXXXXX< 3 
*isP )XX< 9*isP>XXX< 2*isP)XXXXXXXX 
XXXXXXXXXXXXXXXXX< 2*lsP >XXXC 29*1 

sP >xxxxxxxxxxxxxxxxxxxxxxxxxxxxx 

XXXXX" 

630 PRINT AT 1,2; PAPER 5; "C" 

670 GO TO 310 

701 REM **Introduction** 

710 BORDER 4' PAPER 7 CLS • PR 
INT AT 5,6; INVERSE 1;" G R A N 
D PRIX" 

720 PRINT AT 14,9;"5/8 - Steeri 
n«";AT IS,10;"7 - Throttle";AT 

16,10;“6 -Brake" 

810 FOR c-0 TO 31' READ d' POKE 
USR ’^."+c,d' NEXT c 
820 PAUSE 0' CLS ■ GO TO 610 
901 DATA 231,193,231,231,231,16 
3,129,165 

910 DATA 253,248,189,0,0,189,24 
8,255 

920 DATA 255,31,189,0,0,189,31, 
255 

930 DATA 165,129,165,231,231,23 
1,19S,231 
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ABF 


PROGRAMMABLE 
JOYSTICK 




or ZX81 


ABOUT OUR PROGRAMMABLE 
INTERFACE 

Surpassing the outstanding specification of 
our Interface Module II which still offers 
the best software support at its price, a 
Joystick Interface that is compatible with 
ALL SOFTWARE through its unique hard¬ 
ware programmable design. 

The Interface plugs on to the rear connector 
of your ZX8I or ZX Spectrum. 

Quick clip-on connections, which are con¬ 
figured from a reference card supplied, allow 
you to define which of the forty keys arc 
simulated by which action of the Joystick. 
A pack of ten Quick Reference Programming 
Cards makes setting for your favourite games 
even easier. These can be filled in to show at 
a glance the configuration required and 
stored in the cassette case of the particular 
game. When you change to a game using 
different keys the module is re-programmed 
in a few seconds. 

As with our Interface Module II the Pro¬ 
grammable Interface accepts all standard 
switch Joysticks that are Atari-compatible. 
Two sockets are available which are con¬ 
nected together for two player games which 
use the same keys for both players. 

The Interface resides in the keyboard 
address space and does not affect its opera¬ 
tion or interfere with any other add-ons. A 
rear extension edge connector will accom¬ 
modate expansion of your system. 

The unique AGF key simulation principle 
makes it extremely easy to incorporate 
Joystick action in your own programs. All 
eight directions and fire are read by simple 
BASIC. 

With every order comes a free demonstration 
program called ‘Video Graffiti’ plus a full 
set of instructions. 



PACKAGE CONTENTS SUPPLIED 

• Programmable Interface Module as illus¬ 
trated, complete with clip-on program¬ 
ming leads. 

• Self adhesive programming chart detailing 
how to define which key is simulated by 
UP, DOWN, LEFT, RIGHT, and FIRE. 
This can be fixed on to the case of your 
computer or if preferred the protective 
backing can be left on. The chart is made 
of a very durable reverse printed plastic 
and is extremely easy to read. 

• One pack of ten Quick Reference Pro¬ 
gramming Cards for at-a-glance setting 
to your games requirements. The card 
allows you to mark the configuration in 
an easy to read fashion with space to 
record the software title and company 
name. 

• Video Graffiti demonstration program 
which is written totally in BASIC to illus¬ 
trate how all eight directions and fire 
can be read. This is also a useful high 
resolution drawing program. 

• 12 months guarantee and full written 
instructions. 


KEY FEATURES 

* Programmable design gives TOTAL soft¬ 
ware support. 

* Accepts Atari, Competition Pro, Wico, 
Starfighter, Quick Shot, Le Stick etc. 

* Rear extension connector for all other 
add-ons. 

* Free demo program and instructions. 



CK§ 


FOR USE WITH OUR INTERFACE 
Module or VIC 20, Commodore 64, 
Atari VCS, Atari 400, Atari 800 
If you require extra Joysticks for our 
original interface module mark order 
'OLD' Joysticks 


FROM: MR/MRS/MISS 

ADDRESS 



SEND C.W.O. (NO STAMP NEEDEDI TO: A.G.F. HARDWARE, DEPT. SPR 

FREEPOST, 

BOGNOR REGIS. WEST SUSSEX. P022 9BR 



QTY 

ITEM 

ITEM PRICE 

TOTAL 


PROGRAMMABLE INTERFACE 

33.95 



JOYSTICK(S) 

7.54 



PACKISI QUICK REFERENCE CARDS 

1.00 


ONE 

VIDEO GRAFFITI 

FREE 


ZX81 □ ZX SPECTRUM □ Please tick 

FINAL TOTAL 


ULALbK bnyUlKIbb WELCOME EXPORTPRICES ON APPLICA TION 
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JUST AROUND THE CORNER, A NEW 


ZX COMPENDIUM 


BLACK CRYSTAL 

The Classic, sis program adventure game for the 48K Spectrum and 16K ZX-81 
computers. No software collection is complete without it. 

"BLACK CRYSTAL is an excellent graphics adventure and a well thought out 
package" 'Sinclair User. April '83). 

"BLACK CRYSTAL has impressed me by its sheer quantity and generally high 
quality of presentation. I am afraid I have become an addict" (Home Computing 
Weekly. April '83). 

SPECTRUM 48K 180K of program in six parts . . . only £7.50 
ZX-81 16K over IOOK of program in seven parts . . . only £7.50 
Why pay more for less of an adventure? 


ZX-81 COMPENDIUM 

Alien Intruder, Wumpus Adventure. Numerology, Hangman, Hieroglyphics, 
Movie Mogul. 

The ideal software package for all 16K ZX-81 owners. Six major programmes on 
^wo cassettes for only £6.50. 

Alien Intruder Hieroglyphics Both programs make good use of graphics and 
words to make a very entertaining package." (Sinclair User. Aug '82' 

"Alien Hieroglyphics Wumpus Movie A varied mix from Camcll, all featur¬ 
ing imaginative responses and graphics and all of them good games for all ages 
(Hieroglyphics is particularly good for children'." (Popular Computing Weekly, 
Aug '821 



THE ADVENTURES OF ST. BERNARD 
An exciting, fast moving, machine code, arcade game where you guide your 
intrepid St. Bernard through the perils of the icy wastelands to rescue his Mistress 
from the clutches of the abominable snowman. 




THE CRYPT 

written by Stephen Renton 

Prepare yourself for the many challenges that shall confront you when you dare 
to enter "THE CRYPT". 

You will battle with giant scorpions, Hell spawn. Craners, Pos-Negs and if you 
are unlucky enough the Dark Cyclops in this arcade style adventure. 

Available now for the 48K Spectrum @ £4.95 



THE DEVIL RIDES IN 

I uttered the last incantations as the clock struck thirteen. All fell silent except for 
a faint rustling in the corner. From out of the shadows they came, all Hell s fury 
against me but I was not defenceless until the Angel Of Death, astride a winged 
horse, joined the battle. Avoiding his bolls of hell fire, I took careful aim. My 
chances were slim, but if my luck held . . . 

(Fast moving, machine code, all action. Arcade game 














COMING SOON 


The first bom has been destroyed. The Black Crystal of Beroth has been banished. 
The alliance of Evil has been defeated by the armies of Lord Fendal. So ends the 
Third Atte. Now we invite you to write your name in the history of the Fourth Age 
nf the Third Continent. 

You will meet friends and enemies, old and new. in the long awaited sequel to 
Volcanic Dungeon. Using high resolution graphics and combining the best qualities 
of 'Black Crystal" and "Volcanic Dungeon'. we will allow you to become part of 
this tale of revenge. 

“The Wrath Of Magra" comes as three, 48K programs on cassette, bosed with 
instruction manual and book detailing the history of the Third Continent and the 
many spells you will be using throughout the game. 

NOTE: "The Wrath Of Magra’ is a complete adventure. You need not buy 
’’Volcanic Dungeon’ or "Black Crystal" to plav it. 


Available through most good computer stores or direct Irom 

Carnell Software ltd, North Wevlands Industrial Estate. Molesey Road, Hersham. Surrey KTI2 3PL. 
Dealers: Contact us for your nearest wholesaler. 


CARNELL SOFTWARE LTD 











ORWIIU SOFTWARE- 2X81 & spectrum 

vmiwviiu uui i vmiiL. super software at low prices 


"Michael Orwin has built a reputation 
for value-for-money software and his Cas¬ 
sette 4 offers quantity as well as quality.” 

Sinclair User. October '82 

"If each game was on a separate tape 
and selling for £5 each I would still rec 
ommend them. But all on one for £5 ... ! 
This sort of value for money just has not 
been seen before on any personal com¬ 
puter.” 

"Without sounding pushy I would like to 
conclude this review by saying if you 
have a ZX-81 and like games, then you 
should buy Michael Orwin's cassette 4." 

2 extracts from ZX Computing. Oct/Nov 
'82 

"Eight games, including an excellent 
version of the Scramble arcade game . . . 
Easy to operate, graphically impressive 
and good value for money." 

The Times. Saturday 11th December 1982 

(about Cassette 4) 


NEW! FOR 16K SPECTRUM 


loaJCjnl 


(will also run on 48K Spectrum) 

CASSETTE A Ten programs for £6 


GHOST GOBBLER 

Eat the ghosts before 
the ghosts eat you. 
Eat a star and you 
can chase the ghosts 
for a while. 


ALIENKILL Control lasers, rockets and a 
force field to stop the aliens from landing. 
MOUSETRAP Trap the mouse in the corner 
but not anywhere else. 

REVERSI A game of skill with simple rules 
but sophisticated tactics. Play against the 
computer. 

LASER DEFENCE Control the laser sight to 
shoot down the alien ships. Machine code 
sound routines. 


TANK BATTLE For 2 players simultaneous 
ly or play against the computer. Each play 
er has 2 rotate controls and move and fire 
controls. The tanks fire steerable missiles. 
PHOEBUS A puzzle 

BLACKSPOT Gobble the stars and avoid 
running into black spots created by cross 
ing your own path. 

CUBE Manipulate a cube any size from 
2x2x2 to 7x7x7. 

MINEFIELD Collect the crowns while 
avoiding the mines and the electrified 
fence. 

plus an extra . . . 


CASSETTE 1. eleven pro 
grams (including 7 in machine 
code) 

for IK ZX81 £3.80 


CASSETTE 2. 

Basic 


ten games in CASSETTE 3. eight programs 
(including 1 in machine code) 


£5 for 16K ZX81 


CASSETTE 4 

ZX SCRAMBLE (machine code) with 3 stages. 

Bomb and shoot your way through the fortified caves. 


8 games for 16k ZX81 £6 

GUNFIGHT 
(machine code) 


INVADERS 
(machine code) 



■un6blS!^P8SRBuing pni 

fJ IMEi BEWCM THE SKV THEV 
PUCE PCBDLV SPOPES. - 


UPPING RNTI-FUNGUS BOMB' 


GALAXY INVADERS (machine code) 

Fleets of swooping and diving alien craft to fight off. 

SNAKEBITE (machine code) 

Eat the snake before it eats you. Variable speed, (very fast at top speed) 

LIFE (machine code) 

A ZX81 version of the well known game 
3D TIC TAC TOE (Basic) 

Played on a 4 x 4 x 4 board, this is a game for the brain. It is very hard to 
beat the computer at it. 

7 of the 8 games are in machine code, because this is much faster than Basic. (Some of these games were previously available form 

J. Steadman). 



BYTE MAN (machine code) 


CASSETTE 5 8 games for 16k ZX81 £6 

BREAKOUT (machine code) 





A 




SPACE RESCUE (machine code) 
(previously available from Mindseye) 


BLITZ (machine code) 



PLANETOIDS (machine code) 

Rotate, move, fire and hyperspace controls 
Wide range of choice of speed and difficulty. 

DODGEMS (machine code) 

Dodge the computer's car while dating the 
dots. 


MERCHANT (Basic) 

Make your fortune on trading voyages in the 
Mediterranean and beyond. 




7 of the 8 games are in machine code because it is much faster than Basic. 


Please make cheques payable to ORWIN SOFTWARE. 

ORWIN SOFTWARE. Dept. OSP. 26 Brownlow Road. Willesden. London NW10 9QL. 
_ ZX81 & SPECTRUM SOFTWARE WANTED 
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1 LET Me-1 PRPER ?■ INK 1' 8 
ORDER 0 CLS PRINT PRINT ■ L 
ET m*«" 

USE KEYS '4' fe 'u‘ 

'P' to fire Missile 

THE PLUNS ORE INVADING. 
NOW DEFEND YOUR RIGHTS 
AND THE RIGHTS OF OTHERS OR YO 
U WILL ALL BE MADE SLAVES "" 

2 IF M*<mc>-"'" THEN GO TO 5 

: PRINT IF mKme><> 

UHR* 32 THEN BEEP .01,50' 

4 LET me-Me+l GO TO 2 

5 PAUSE 50 FOR ('■"O TO 10 PR 

1NT AT 21,ki” Press a kev" BEEP 
.005,k*2' NEXT k- PAUSE 0 

10 BORDER 0 INK 7 PRPER 0' C 
LS LET hi-0 PRINT AT 3.9; INV 
ERSE 1; FLASH 1;" "jAT 10 

.10; BRIGHT 0; INVERSE 0;"PLEASE 
WAIT"' PAUSE 40' CO SUB 320' PA 
USE 30' GO TO 30 

20 PRINT AT mx. mu;" "■ LET mx- 


mx-1 IF Mx-a<mv> AND s<mx>>-1 T 
HEN PRINT AT a<mx>,mx; INK 2; PA 

PER 1;"c" 1 LET mi-0' BEEP .03.5' 
BEEP .05.7 BEEP .03.6 BEEP .0 
5.8 PRINT AT a<Mx>,Mx;" "■ LET 
sc-sc+10- LET a<MX>-0 LET kill- 
kil1+1 RETURN 

30 IF mx<«1 THEN LET mi-0' RET 
URN 

40 BEEP .003,53' PRINT AT mx.m 
x; INK 5;"t"' RETURN 

50 BORDER 0 PAPER 0 INK 7- C 
LS DIM a< 30 ) ' LET mi-0' LET bx 
-15' LET kill-0 LET sc-0 LET u 

60 FOR x-1 TO 30' LET a<x>«wav 
e+5 PRINT AT a<x>,x; INK 0; PAP 
ER 7; ' NEXT x 

70 PRINT AT 0,0; INK 6, PAPER 
1;"Klll ";kill;RT 8,10; INVERSE 
1; BRIGHT 1;"SCORE "jsc;AT 0,22; 

INVERSE 0; BRIGHT 0;"Wave ";uav 
e/2 

BO PLOT 7,0 DRAW 0.166' PLOT 
248,0' DRAW 0,166’ DRAW -241,0' 
PAPER 0' INK 7 


LONS is a Space Invader-type 
game written for the I6K Spec¬ 
trum by Umer Nalla of Bolton, 
Lancashire. Thirty Plons start at the 
top of the screen and move downwards 
rapidly. Move left with Q, right with W 
and fire with P. If you succeed in 
clearing one screen, a new screen will 
appear on which the Plons move even 
more quickly. 


90 FOR x-1 TO 30' IF a<x>-0 TH 
EN GO TO 120 

100 IF RNDX < wave+2 >/9 > THEN GO 
TO 120 

110 LET a<x>-a<x>+2• PRINT AT a 
<x),x; INK 4;"a";AT a<x>-2,x;" " 
120 IF INKEYi- 1 '" THEN GO TO 160 
130 LET tx-bv LET bx-bx+<INKEY 
*-"w" >-< INKEY*-"4" >' IF fcvObx T 
HEN BEEP .005,3 IF bx>30 OR bx< 
1 THEN LET bx-tx 
140 PRINT AT 21,tv; INK 7; PAPE 
R 0;" ";AT 21,bx, INK 7; PAPER 2 
, "b" 

150 IF IN 57342-254 AND mi-0 TH 
EN LET mx-bx■ LET mx-20 ' LET mi- 

1 GO SUB 20 

160 IF mi THEN GO SUB 20' PRINT 
AT 0,0; INK 6 ; PAPER l;"Kill "; 
kill;AT 0,10; INVERSE 1; BRIGHT 
1 ;"SCORE ";sc;AT 0,22; INVERSE 0 
; BRIGHT 0;"Wave ";uave/2 
170 IF kl11-30 THEN GO TO 290 
180 IF a<x»-21 THEN GO TO 210 
190 NEXT x 
200 GO TO 90 

210 FOR k»l TO 3- FOR j-0 TO 7' 
OUT 254,j BEEP .03,6' BEEP .03 
,6 BEEP .03.7’ BEEP .02,5 BEEP 
.08,-20 NEXT j' NEXT k 
220 PAUSE 70' INK 1■ PAPER 7 B 
ORDER 7' CLS ■ PRINT AT 2,9;"HAR 
D LUCK THE";AT 4,11; INVERSE 1;" 
aALIENSa"; INVERSE Q;AT 6,9;"HAV 
T MADE YOU";AT 9,12; BRIGHT 1;"S 
LAVES" 

230 FOR f-5 TO 1 STEP -1 BEEP 
.5,f 1 PAUSE 1 NEXT f 
240 IF sc>hl THEN LET hi«sc 
230 PRINT AT 10,7;"HIGH SCORE " 

;HI;AT 19,7;"YOUR SCORE ";SC PA 
USE 30' FOR K-0 TO 10 PRINT AT 
21.K;" S to start" BEEP .0Q2,k* 
2’ NEXT k 

260 BEEP .04,5' BEEP .04,7 BEE 
P .04,6' BEEP .04,6 IF INKEY*<> 
THEN GO TO 260 
270 CLS ■ GO TO 50 
260 STOP 

290 PAUSE 60 CLS PRINT AT 12 
-10; BRIGHT 1; INK 0; PAPER 7;"W 
ELL DONE";AT 13,5; FLASH 1; INVE 
RSE 1;"BUT NUW THINGS GET";AT 15 
,9; INVERSE 0;"H A R D E R";AT 2 
1,2; BRIGHT 0; FLASH O;" Press 
anx kex to continue"’ FOR k-1 TO 
10' BEEP .04,8 BEEP .04,6 BEE 
P .04,7 BEEP .04,3' NEXT k PAU 
SE 0 ' LET kill-0- LET wave-wave+ 

2 

300 IF wave>12 THEN LET wave-12 
310 CLS ' GO TO 60 
320 FOR f-USR "a" TO USR "c"+7- 
READ a POKE f,a NEXT f 
330 DATA 195,36,126,219,126,193 
,126,163,90,60,231,36,126,93,66, 
231,33,31,64,14,32,175,126,31 
340 RETURN 
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13 REM 

15 LET G=0 

16 LET 5*0 
20 LET L=16 
£2 LET C=15 
30 LET A=£ 

32 LET 8=15 
37 CLS 

40 PRINT AT 2/0)"<2*isPImonstc- 
r< 2*isP > “ 

50 PRINT AT 4,2;"YOU ARE INSID 
E A DRAGONS LAIR. IT WILL CHASE 
YOU THROUGH THE LAIR BUT IT WIL 
L DROP ITS TREASURE.PICK U 
P ITS TREASURER. )IF YOU MOVE IN 
TO THE BLOCKED EX IK el IT WILL 
NOT SENSE YOU." 

60 PRINT AT 19,17;"7";TAB 7;"U 
SE KEYS’5+8”;TAB 17;"6" 

70 PAUSE 40000 
90 PRINT AT 0,0;"TREASURE” 
HIGH*";G 

90 PRINT "<31*9.30" 

100 PRINT "<9h■14*isp'ah■14*isp 

' Ah>" 

110 PRINT "<ah>isp'6*ah- isp' 5*a 
h’isp ah'isP'5*9h'lip•6* ah■isp'9 
h >" 

120 PRINT "C9h’14*isp>9h'14*isP 
' 9h ) " 

130 PRINT "(ah’isP'9h'isP’9h'is 
p ■ 9h' isp ’ 9h' isp '9h 1 ISP 'eh ’ i»P '-3* 
9h'isp'9h'isP'ah’isp'9h'isP-ah't 
sp•ah 1 ispah■isp >3h >" 

140 PRINT “( 9h 1 isp ' ah ' isp 1 9h ■■ is 
P'9h'isP'9h'isp'9h' isp 1 ah'isp■3* 
i sP ; i sP ' 9h' i *P ' 9h' l sP ' 9h 1 1 sp ■ 9h ' 
isp■9h'isp'9h■isp'9h>" 

150 PRINT "<9h 1 isP’9h'isP'9h=is 
p•ah’isp’ah'i sp' ah 'isp ah ’isp >3* 
isp'isp' ah'isp'ah'isp'ah'isp’ah' 
i sP ' ah' i sp ’ ah' i sp ’ ah > " 

160 PRINT "<ah ; isp' ah 1 isP'ah'is 
p'ah'isp'ah■isp■ah isp■ah'isp-3* 


isp' isp ■ ah ■isp' ah ' isp ■ ah 'isp 'ah ' 
i sp ■ ah' i sp ' ah' i sp • ah >" 

170 PRINT "<ah '9*1SP' ah '3*isP' a 
h' isp ■ ah '3* ISP ’ ah 1 9*isp ' ah )" 

180 PRINT "<ah 'isp ’7*ah 'isp ’ah' 
9*isp■ah' isp' 7*ah'is p <ah V 
ISO PRINT "< Ah ' 9*iaP ' ah ' isp '7*a 
h' isp' ah'9*isp'ah >" 

20O PRINT "< Ah•isP'3*ah'i sp' 3*a 
h ISP■ah' 2 *isp'5*ah•2*isP-ah'isp 
'3*ah'ISP'3*ah'isp'ah)" 

210 PRINT "<ah'13*isp'Ah'i»'9h' 
13*isp'ah 1" 

220 PRINT "<9h•isp■5*9h■5*isP■9 
h■isP : ah'isp'9h'isp'ah■5*lSp■5*9 
h- isp •ah )" 

230 PRINT “<9hisp-3*9h-3*isP3 
*ah■isp•ah'5*iSP■ah■lSP•3*9h'3*i 
sp'3*9h'isp ah>" 

240 PRINT "(ah'29*isp-ah)" 

250 PRINT "(ah’isp-3*ah'3*isP'3 
*ah- isp ; 9h'5*isP-ah’ isp' 3*9h'3*i 
sp ■ 3*ah' isp ’9h>" 

260 PRINT "(ah'13*isP'3*ah'13*i 
sp '9hl" 

270 PRINT "(ah isp’3*9h'3*isP’3 
*ah'isp■ah'isp'3*ah■ isp’ 9h■isp'3 
*9h'3*lSp'3*9h'lsp’ah >" 

280 PRINT "(ah■13*iSP'3*9h’13*i 
sp ah>" 

290 PRINT "<31*9a>" 

300 REM MOVE MAN 
310 LET L1*L 
320 LET 01=0 

340 LET L=L+(INKEY*="S">-<INKEY 
a*"7" 1 

350 LET C=C+<INKEY*="8")-(INKEY 
*="5"1 

355 PRINT AT L,C; 

360 LET Q=PEEK (.PEEK 16398+256* 
PEEK 16399) 

370 IF Q<>8 THEN GOTO 390 
375 LET 0=01 
3B0 LET L=L1 




Y OU ARE trapped in the deadly 
maze which is the Werewolf 
Lair and the werewolf is on 
your trail. Avoid him for as long as 
possible and try to collect all the trea¬ 
sure he drops. If you hide in the door¬ 
way marked "E” the werewolf will not 
be able to sense you. 

Written for the 16K ZX-81 by Neil 
Stevens of Shoreham-by-Sea, Sussex. 
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390 

IF 0=11 THEN GOTO 9000 

640 

LET B“B1 

400 

IF 0=151 THEN LET S=S+1 

680 

PRINT RT R1*B1j"<i* >"j RT R, 

410 

PRINT RT LI,Cl; "< lap >";AT L 

B) " 


, C; "< 

1 o > " 

690 

IF 8/S-INT < SY5 > THEN PRINT 

500 

REM MOVE MONSTER 

FIT 8, 10; S 

51.0 

LET Rl=fl 

700 

IF L< >13 OR 0015 THEN GOTO 

520 

LET B1*B 

300 


530 

LET R=H+<R<L>-<n>L) 

716 

IF INKEY*0"" THEN GOTO 300 

540 

PRINT RT R,Bi 

720 

GOTO 70O 

550 

LET Q-PEEK < PEEK 16398+256* 

9000 

PRINT RT Rl,Bij"<i*>" 

PEEK 

16399 > 

9010 

FOR F=1 TO 18 

5 60 

IF 0=180 THEN GOTO 9000 

9020 

PRINT RT L/ Cj "C 9* 

570 

IF RORl UNO QOS THEN GOTO 

9030 

PRINT RT L, CU M <9d)" 

600 


9040 

NEXT F 

500 

LET R=R1 

9050 

PRINT RT 21 j 8;"< 99■9f 1 isp >9 

590 

LET B=B+<B<C>-<B>C> 

ot aerC isP'9f ! 99>" 

600 

PRINT RT fl<Bi 

9060 

IF S>G THEN LET G=S 

610 

LET Q=PEEK < PEEK 16390+256* 

9080 

GOTO 16 

PEEK 

16399> 

9900 

SAVE "MONSTEr" 

62Q 

IF 0=180 THEN GOTO 9000 

9910 

REM "BY NEIL STEVENS" 

630 

IF 008 THEN GOTO 680 

9920 

RUN 
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OU BEGIN the game in the bot 


tom right-hand corner of the 


screen. As soon as the game be 


gins a guided missile will begin to shoot 
towards you from the top left-hand 
corner. It has the advantage of being 
able to move diagonally while you have 
the advantage that it does not chase you 
in the most efficient way possible. Al¬ 
though you can survive for a long time 
on slow speeds, it is very difficult to 
reach a high score on the fastest speed. 

Guided Missile was written for the 
16K Spectrum by D N Heathfield of 
Southampton, Hampshire. 


10 BORDER 0 PAPER 0- CLS 
£0 INK 5' CLS PRINT AT 8,9;" 
SELECT SPEED" 

30 INK 2 PRINT AT 12,6)" 1 2 

3 4 5" 

40 IF INKEY#’'" 1" OR INKEY*-"2" 
OR INKEY*-"3" OR INKEY*""4" OR 
INKEY#-"5" THEN GO TO 60 
50 GO TO 40 
60 LET c-VAL INKEY* 

70 LET l-c 

00 PRINT AT 12,c*2+B; FLASH l; 
INK 5;c 

90 FOR f-1 TO 100’ NEXT f 
100 CLS INK 2' PRINT AT 4,0;" 

DO YOU WANT SOUND ? <Y^N>" 

110 PAUSE 0 

120 IF INKEY*»"N" OR INKEY*-"r>“ 
THEN LET zx-1■ GO TO 150 
130 IF INKEY*-"Y" OR INKEY*-"*" 
THEN LET zx-0■ GO TO 150 
140 GO TO 110 

140>GO TO 110 
150 LET P-0 

160 LET aa-234' LET ab-0 
170 LET ba-0' LET bb-174 
100 CLS 

190 INK 5' CLS ■ PRINT AT 8,9;" 
SELECT LEVEL" 

200 INK 2’ PRINT AT 12,4;" 1 2 

3456789" 

210 IF INKEY*-"1" OR INKEY*-"2" 
OR INKEY*-"3" OR INKEY*-"4" OR 
INKEY*-"5" OR INKEY*-"6” OR INKE 
Y*-"7" OR INKEY*-"0" OR INKEY*-" 
9" THEN GO TO 230 
220 GO TO 210 
230 LET q-VAL INKEY* 

240 LET x-2-<q^l0) 

258 PRINT AT 12,4*2+4; FLASH 1; 
INK 5;4 

260 FOR f-1 TO 100’ NEXT f PAP 
ER 0- BORDER 0- CLS 
270 INK 2' PLOT OVER l;aa,ab 

270>INK 2’ PLOT OVER l;aa,ab 
200 INK 6’ PLOT OVER l;ba,bb 
290 IF INT <aa/-<3*l )>-INT <ba/< 
3*1)) AND INT < abK< 3*1 ) )-INT <bb 
/< 3*1>) THEN GO TO 0510 
300 IF INKEY*-"0“ THEN CLS GO 
TO 350 


310 IF INKEY*-"S" THEN LET aa-a 
a-< x*l)’ GO TO 350 
320 IF INKEY*-"8" THEN LET aa-a 
a+< x*l> < GO TO 350 
330 IF INKEY*-"7" THEN LET ab-a 
b+< x*l)• GO TO 350 
340 IF INKEY*-"6" THEN LET ab-a 
b-< x*l> 1 GO TO 350 
350 IF aa>ba THEN LET ba-ba+l 1 
GO TO 370 

360 IF aa<ba THEN LET ba-ba-l 
370 IF ab<bb THEN LET bb-bb-l 
GO TO 390 

380 IF ab>bb THEN LET bb-bb+1 
390 IF aa>255 THEN LET aa-25S 

•390 > IF aa>255 THEN LET aa-255 
400 IF ab>174 THEN LET ab-174 
410 IF ab<0 THEN LET ab-0 
420 IF aa<0 THEN LET aa-0 
430 LET P-P+l 
440 LET u-( ab-bb)-<aa-ba> 

450 IF u>0 THEN LET r—w 
460 IF w<0 THEN LET r-u 
470 IF ix* 1 THEN CO TO 430 
480 BEEP 0.004, INT r/-7+48 
430 PRINT AT 0,26; INK 5;P IF 
P >1000 THEN GO TO 0600 
500 GO TO 270 

510 FOR f-1 TO 255 BORDER 6- B 
ORDER 2’ BORDER 6- BORDER 2- HEX 
T f’ BORDER 0- CLS 
520 INK 4’ PRINT AT 5,0;" THE 
MISSILE HAS GOT YOU I" 

530 PRINT AT 10,6;" YOU DID - H 
OUEVER, 

SURVIVE FOR " 

;P;" PHASES" 

530>PRINT AT 10,6;" YOU DID , H 
OWEVER, 

SURVIVE TOR " 

;Pi" PHASES" 

540 PRINT ’ PRINT PRINT " 
PRESS 'A' TO PLAY AGAIN" 

550 PRINT • PRINT " OR 'S 

' TO SAVE" 

560 PAUSE 0 

570 IF INKEY*-"S" OR INKEY*-"a" 
THEN GO SUB 020’ RUN 
580 IF INKEY*< >"A" AND INKEY*<> 
"a" THEN GO TO 0560 
590 RUN 


600 FOR f-1 TO 255' BORDER 1 B 
ORDER 2■ BORDER 1 BORDER 2 NEX 
T € BORDER 0’ CLS 
610 INK 4 PRINT AT 4,4;"THE Ml 
SSILE HAS RUN OUT." 

620 PRINT PRINT " YOU HAVE 
SURVIVED THE FULL "■ PRINT PRI 
NT " 1000 PHASES I" 

620>PRINT PRINT " YOU HAVE 
SURVIVED THE FULL " PRINT PRI 
NT " 1000 PHASES I" 

630 PRINT AT 11,4;"PRESS 'A' TU 
PLAY AGAIN." 

640 PRINT PRINT " OR ' 

S' TO SAVE" 

650 PAUSE 0 

660 IF INKEY*-"S" UR INKEY*-"a" 
THEN GO SUB 820’ RUN 
670 IF INKEY*< >"A" AND 1NKEY*<> 
"a" THEN GO TO 0650 


730>PRINT ■ PRINT " 6 _ 

DOWN" 

740 PRINT PRINT » 7 _ 

UP" 

750 PRINT ■ PRINT " e _ 

RIGHT" 

760 PRINT ■ PRINT " 0 _ 

CLS " 

770 PRINT ■ PRINT " S _ 

SAVE THIS PROGRAM" 

780 PRINT AT 19,3; FLASH 1;"PRE 
SS ANY KEY TO PLAY" 

790 PRINT AT 21,2;" <0R 'S' TO 
SAVE >" 

800 PAUSE 0 IF INKEY*-"S" OR I 
NKEY*—THEN GO SUB 820 
610 RUN 

820 SAVE "G M" LINE 696- RETURN 
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I N EMERGENCY STOP, two cars 
appear on the screen. Enter how 
many metres forward you would 
like your car to move. The further you 
move the more points you gain but if 
you advance too far you will crash and 
be dragged away to hospital. In how few 
turns can you reach 100 points? 

Written for the 16K ZX-81 by Ste- <7 
phen Turner of Wolverhampton, West^j 
Midlands. _ I 


IWf 










1 GOTO 700 

2 LET N=0 

4 LET G-INT '.RND*50)+1 

5 LET R*-"<»P -3*96)" 

6 LET BI*"(iP95)0" 

7 LET C*-"<*P'5*i»P >" 

0 LET D*-" 0 0" 

9 CLS 

10 FOR R-0 TO 0 
20 LET B-INT <RND*10>+10 
25 PRINT AT 11,A;R*jAT 12,A;B* 
jAT 13,Aj C*j AT 14,A j D* 

50 PRINT AT 11,Bj"<2*sp 3*96>" 
JAT 12/Bj"< 4*»P■98)"jAT 13,B;"<5 
#t»PV'jRT 14 ,Bj"0 0" 

55 FOR 1-15 TO 21 

56 PRINT "02*90" 

57 NEXT I 

60 PRINT AT 0,0;"HOW FAR UNTIL 
HE HAS TO BRAKE?" 

65 PRINT "MAX-20" 


70 INPUT H 

75 IF H>20 THEN GOTO 70 
00 PRINT Hj" METREOV 
05 FOR X-l TO 50 
06 NEXT X 
90 PRINT AT 0,0j" 


100 LET A-A+l 
105 IF A-H THEN GOTO 200 
110 PRINT AT U,A;R*jAT 12,A;b* 
J AT 13,A;C*;AT 14, FI; 0* 

115 PRINT AT U,B;"<2*sP'3*9fe>" 
J AT 12,B;"<4*sP'98 >"jAT 13,B;"<5 
*i»P ; AT 14,Bj"0 0" 

120 GOTO 100 

210 IF A-B-14 THEN GOTO 290 
220 IF R>B-5 THEN GOTO 4Q0 
290 LET N-N+R 

295 IF N>-100 THEN GOTO 1000 


300 PRINT AT 0/0;"WELL DONE YOU 
DID NOT BUMP THAT","ONE.." 

305 PRINT "AND YOU GET "jNj" PO 
INTS." 

310 PRINT "PRESS ANY KEY TO PLR 
Y AGAIN" 

320 IF INKEY*-"" THEN GOTO 320 

330 CL6 

340 GOTO 4 

400 PRINT AT 11,0;" 


410 FOR 2-1 TO A 

411 NEXT 2 

420 PRINT AT 11,Aj“<91=96•91 95 
96'92)";AT 12,A;"<*P i*P 2*9h i 

*P)”J AT 13,A;"<*P iftp2*i*'isP >" 
J AT 14,A;"< 94'97'9r 94 97•93)“ 

421 FOR 0-1 TO 50 
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460 PRINT FIT 12,A;"<95 2*lftP'2* 
92 )"; RT 12, FI; "<*P 94 2*iftP - 93 )" ; 
RT 14, fl; "< 94 ■3*9f'93 >" 

466 PRINT AT 10,A-l;96 ic•96> 

467 POR L-0 TO 20 

468 NEXT L 

472 PRINT RT 10,fi-l;" " ;RT 8, 

fl-3;"0<i»P 94>" 

473 PRINT RT 12,fl;" ";RT 12 

, R; " 

474 PRINT RT 13,fl;"<94 9W'96 95 
1 94 )";RT 14,8-1;"<6*isP)« 

475 PRINT RT 8,fl-3;" ";flT 12, 
R-4; "0" ; RT 11 ,R-5; "<96 i*P 94 >"; 
RT 10, fl-5; "(9r iP 9e >*' 

476 FOR 0=0 TO 5 

477 NEXT D 

409 PRINT RT 12,fl-4; " ";RT U,R 
-5;" " ; RT 10, Fl-5; " " ; RT 14, R 
-5; "0< up 91 )" 

500 FOR P-0 TO 50 
510 NEXT P 
520 FOR V-0 TO fl-7 
530 PRINT RT 12, Vi" 0";RT 13,V; 
" < i+)";AT 14,V;" (iu)" 

540 NEXT V 

545 FOR W-A-? TO 0 STEP -1 
550 PRINT RT 12,U;"0 ";RT 13,W; 
“<1*>0 ";RT 14,W;"<94 ftp i*p 94 

»P )" 

560 NEXT U 


600 PRINT RT 0,0;"YOU WILL BE I 
N HOSPITRL FOR 10","WEEKS,AND UI 
LL LOSE 20 POINTS","FOR EXPENCES 

605 PRINT "DRIVE MORE CRREPULLY 
ON YOUR ","RELEASE." 

610 PRINT ,,,,“PRESS ANY KEY TO 
TRY AGAIN." 

620 IF INKEYS-"" THEN GOTO 620 

621 IF N<-0 THEN GOTO 630 
625 LET N-N-20 

630 GOTO 5 
700 FOR X-0 TO 23 
710 PRINT RT 21,Xj"< i»P) 0 0" 

j RT 20,Xj"( lftP *P-5*xsP)";AT IS, 
X;"<1»P »P•950'98 >"jRT 18,X;"<l 
sP *P'3*96)" 

720 PRINT RT 17,X;"<i*P)";RT 16 
, X; "< i»P >"; RT 15,X;"Ci*P>";RT 14 
,X; 1*P )";AT 13,X; "< isP >";RT 12 

,X;"<lftP )" jRT 11,X;"< isP )";AT 10 
,X;"<IsP >";RT 9,X;"<isP>";RT 6,X 
; "<isP >" 

725 PRINT RT 7,X;“<isP)";RT 6,X 
; "< i*P )";RT 5,X; '*< i*P >" ;RT 4,X;" 
< 1*P >";RT 3,X; "< x*P )" ; RT 2,X;"tt 

ftP )"; 

727 PRINT RT 21,0;" 

738 NEXT X 

731 PRINT RT 21,0;"<isP>" 

740 PRINT RT 21,24;" 0 ";RT 

20,24;“<4tsP-3*iftP>";RT IS,24;" 
<4*ftP : 95 )Q";RT 18,24;"<4*ftP 2*96 
>" 

750 PRINT RT 21,26;" ";RT 2 

0,26;" ";RT IS,26;" ";RT 

10,26;" 

760 FOR V-30 TO 25 STEP -1 
770 PRINT RT 21.V;“<94 *PV;RT 
20,V;"<i' ftp >"j RT 1S,V;"0 " 

700 NEXT V 

790 FOR C-20 TO 3 STEP -1 
800 PRINT RT 13,24;"<94)";RT 20 
,24;"<97)" 

810 FOR G-0 TO 10 
820 NEXT G 


830 PRINT RT 19,24;" ";RT 20,24 
; "< 9*)" 

840 FOR G-0 TO 10 

850 NEXT G 

855 PRINT RT C,l;" 

860 NEXT C 

865 PRINT RT 20,1;"<22*97 )" 

870 PRINT RT 3,2;" *EMERGENCY 
STOP*" 

885 PRINT RT 5,2;"THE OBJECT OF 
THE" 

898 PRINT RT 6,2;"LRME IS TO ES 
TIMATE" 

891 PRINT RT 7,2;"THE DISTANCE 
BETWEEN" 

895 PRINT RT 8,2;"THE TWO CARS. 

900 PRINT RT 9,2;"IF YOUR ESTIM 
ATE IS";RT 10,2;"WRONG THE" 

910 PRINT RT 11,2;"C0NSEQUENC1E 
S WILL BL";AT 12,2;" fatal.." 

915 PRINT RT 12,2;"THE CLOSER Y 
OU GET";RT 14,2;"THE MORE POINTS 
";RT 15,2;"YOU GET.TRY AND GET"; 
RT 16,2;"100 OR MORE" 

920 PRINT RT 18,1;"PRESS ANY KE 
Y TO CONT." 

930 IF INKEYS-"" THEN GOTO 930 

940 GOTO, 2 

941 STOP 
1000 CLS 

1010 PRINT TAB 6;"EMERGENCY STOP 

1020 PRINT TAB 6;"<14*9*)" 

1030 PRINT RT 6,2;"WELL DONE YOU 
GOT ";N;" POINTS","AND WOULD PR 
SS YOUR DRIVING TESTFIRST TIME.. 

1040 FOR fi-0 TO 100 

1045 PRINT RT 10,3;"Pres* anv ke 

u to cont..." 

1050 IF INKEYS-"" THEN GOTO 1050 
1060 GOTO 2 
6999 STOP 

9000 SAVE "EMERGENCY STOP" 

9100 RUN 







OU ARfc involved in a desperate 
shoot-out with the Gangsters in 
a car park. Faces appear in the 
darkness and you must shoot them with 
key “ 0 ”. P J Irwin, of Bembridge, Isle 
of Wight, who wrote the game for the 
16K Spectrum, says that anything more 
than 70 is a good score. 


•• DET FN mtx,y >»<x+y+ABS < x-y 

>V2 

5 DEF rn ut 65536*PEkK 236 7 
4+256*PEEK 23673+PEEK 23672 V50 
7 OEF FN t< >-rN FN uO,FN u 

< :•> 

9 LEI hs«0 

10 PAPER 0- BORDER 0 INK 5- L 
LS 

lb GO SUB 9000 

20 INPUT "Instruction*?<'ENTER 
x for vesV’J LINE a* IF CODE 
a*-M81 OR LODE THEN GO SUB 

soe 

30 RESTORE 200 DIN it 32) FOR 
f-2 TO 30 STEP 2 READ a<f> NE 

XT f 

40 INPUT "'ENTER' Level <5-har 
d to 1-easy;lev ! IF lev<l OR 1 
ev>5 THEN GO TO 40 

SO LET w”0' LET x-4 LET sc*-0- 
LET c=-l LET 9~15 
60 PAPER 0 BORDER 0- INK S' C 
LS 

70 CIRCLE 238,08,3' CIRCLE 238 
,88,I.5 

80 PLOT 200,113- DRAW -S,-S' D 
RAW -2b,O DRAW 0,-20 DRAW 6,0' 
DRAW 24,0,-3.3 

90 INK 6 PLOT 140-100 DRAW 3 
•: .0,-0.S' DRAW -32,0,-0.8' DRAW 
0.-48 DRAW 32,0,0.8 DRAW 0,48 
100 PRINT AT 12,13;"01l" 

110 INK 4 PLOT 0,113 DRAW 32, 
0 DRAW 0--8 DRAW -32,0 DRAW 0 
,-0' DRAW 32,0 DRAW 0,-8' DRAW 
-22.0 DRAW 0,-0- DRAW 32,O DRA 
W 8,24 

120 PLOT 8,113 DRAW 0,-8 DRAW 
8,0 DRAW 0,-8 DRAW -8,8 DRAW 
0,-8 DRAW 8.0 DRAW 0,-8 
138 PLUT 24,119' DRAW 0,-8 PLO 


T 24,103- DRAW 0,-8 
140 INK 2 PLOT 64,40 DRAW 48, 
0.-2.S 

lbO PUKE 23674,0- POKE 23673,0 
POKE 23672,0 

160 INK 3 PRINT AT 2.11; INK 7 
; 11 'shoot out' " 

178 FOP x—1 TO 3 BEEP .05,50' 
PAUSE 5 NEXT x- - 
180 PRINT AT 10,15 INK 2 i"Jj£ 
190 PRINT AT 21,3; INK 5;"Score 
PRINT AT 21,21; INK 5;"Hi9h 

200 LET 4-FN t.< >• IT 4>60 THEN 
GO TO 900 

^10 LET f*-9-< INKEY*-"5" AND 9>0 
>+<INkLY*-"8" AND 9<3l> 

220 IF f<>0 THEN PRINT AT 18,9; 

230 IF f < >9 THEN TRINT AT 18,f; 
INK 2;"J1" LET 9-C 
240 IF INKEY*-"0" THEN GO SUB 7 
50 

250 IT sc>hs THEN LET hs-sc• LE 
T w— 1 

260 PRINT AT 21,9; INK 5;sc PR 
INI AT 21,26; INK 5; FLASH w;hs 
500 LET c-r+1 IF c-23-lev*3 TH 
LN LET 1—0 PRINT AT a<x>,x; PAP 
ER 0;" " 

510 IF c*0 THEN LET y-iNT <RNOY 
15'*l LET x^x*2 PRINT AT a<x>, 
x; "A" 

5;-3T CO TU 200 

750 IF 90* THEN BEEP .5,-28 R 
C.TURN 

760 FOP c-7 TO 0 STEP -1 PRINT 
AT a<x>,x; INK BEEP .05, 

.-TINT <RNDY7>+l NF^Tr c 
770 PRINT AT a<x>,x; PAPER 0;" 

7G0 LET sc-sc+lev RETURN 


800 INK. 6- CLS PRINT "The idc 
a of the 9a me is to shoot"''"The 
outlaws 'A' who aPPear"''"from 
behind the wall,car,rock"''”and 
oil drum, by mov1n9 sour 9un" 

805 PRINT '" 'B' usinO the curse 
r keus 5 6 8"''"Fire usin9 'O' 
your score is "''"dependent on y 
our level" 

810 PRINT '"Note that if- is. not 
nesessairi lx"'' "Possible to hit 
every time"'' "You have one minu 
to",''" Press 'ENTER' to star 

820 LET a*-1NKEY* IF CODE a*=l 
3 THEN RETURN 
830 GU TU 820 

9O0 FOR X—0 TO 21- PRINT AT ,0 
OVER 1 INK 7;"< 32*isP >" BEEP 
.01,vY2 NEXT x 

NO PRINT AT 19,11, FLASH 1; PA 
PER 7; INK 4; "Game over" 

988 PRINT AT 21,3; PAPER 7;'Sco 
re■";sc 

930 PRINT AT 21,21; PAPER 7-"Hi 
9h ";hs 

940 INPUT "Another 9of<'ENTER' 
n for no V LINE a* IF CODE a»- 
110 OR CODE iS-7C THEN STOP 
950 FLASH 0- GO-TO 40 
2000 DATA 6,8,16,14,13,14,17,10, 
8,7,9,5,6,7,7 

9W0O RESTORE 9020 FOR x-USP "a" 
TO USP M b"+7- READ a POKE x,a- 
NEXT x 
9010 RETURN 

• 1020 DATA 338,16,146,16,32,56,13 
6,124 

9080 DAI A 0,8,16,1 <:, 56,56:, 254,25 
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1 LET S»PI-PI 

2 LET 0“VFIL "5" 

3 FOR N=VRL "1” TO 0 

4 LET Y=VHL "5"*N 

5 PRINT FIT VRL "4",Yj 

6 FOR M=VRL "1" TO VRL "5" 

7 PRINT TRB Yj“<3*isP>" 

8 NEXT M 

3 PRINT RT VRL "6",Y+VRL "1"; 
N 

18 NEXT N 

11 LET W=INT <RND*0>+VRL "1" 

12 PRINT RT VRL "15%VRL "l"j" 
WHICH DOOR?" 

13 IF INKEY*"'" 1 THEN GOTO VRL 
" 13 " 

14 LET X=CCJDE INKEY*-VRL "20" 

15 LET Y=VRL "5"#X 

16 IF X=W THEN GOTO VRL "26" 

17 LET 3=3+1 

18 PRINT RT VRL "4",Yj 

13 FOR M=VRL "1“ TO VRL "5" 
13-FOR M=VRL "1" TO VRL "5" 

28 PRINT TRB Yj " 

21 NEXT M 

22 CLS 

23 LET 0=0-VRL "1" 

24 IF 3/VRL "4" = INT C3/-VRL "4" 
> RND 3>VRL "0" THEN GOTO VRL "2 

25 GOTO VRL "3" 

26 PRINT RT VRL "4",Yi" "; TR 

B Y >" 0 " J TRB Yj "< 9t : isP 1 9y >" j TR 
B Yj" <9f> ";TRB Yj" <90 " 

27 PRINT RT VRL "15",VRL "l"j" 
the-re is no escape" 

28 PRINT ,,"SCORE"";3j" ROOMS" 

29 STOP 



Y OU HAVE fallen unwittingly 
intn the hands of an evil wizard 
from whom there is no escape. 
The wizard likes to play games, how¬ 
ever, and has devised a special torment 
for you. A house with many rooms is 
the play area and each room has a 
certain number of doors. Behind one of 
those is the wizard. The longer you 
avoid him the longer you survive. 
Doors was written by Raymond Mitch¬ 
ell of Warrington, Cheshire for the I6K 
ZX-81. 
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OUT OF THIS WORLD OFFER.. 



ZX81 




SPECTRUM 


fftSCAVC 

SOFTWARE 


WE BUY GAMES CONTACT US NOW 


At last... A joystick that works! 

Cambridge Computing bring you the first programmable joystick - 
at a price you can afford. g £ 29 90 


Interface 

• t k on board memory 

• Own rear edge connector - tor printers etc., 

• Compatible with all standard 
joysticks 



Tape 



• Keeps a record of all your games - so you 
only need to tell it about each game once' 


• Self centring 

• 8 Directional microswitched action 

• 2 independent fire buttons 





[€ CAMBRIDGE COMPUTING 

40-42 Hobson Street Cambridge CB11NL Telephone 0223 322905 |Q J 


| Joystick. Interlace & Tape it £29.90 
| Interlace and Tape at £24.00. .. 

I Joystick only at £7.00. 


For Spectrum 

I enclose dteque/postai order lor £. | 

made payable to Cambridge Computing | 

Limited. 

Address . | 

__ I 
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The Galaxy ’s FIRST 

ever computer comic !, 

Zooming into touchdown atWh Smiths, John Menzies and other good newsagents now 
and every fortnight... only40p. 

Order your copy TODAY! 

Bursting with great new comic strips... exciting stories... astounding facts... 
big prizes... competitions... fascinating quizzes... star personalities. 

And that's just the start of Britain's newest, brightest, most fun-packed comic everi 

LOAD RUNNER A 





Ifs the only comic for the age of the computer 
it putsJJj^esfback with the dinosaurs! 



m£t~ 









il-D HORROR ADVENTURE GAME! 

For ZX81 with 16K RAM.£3.96 

For 48K SPECTRUM.£4.96 

For the 16K ZX81 or with colour and sound (or the 48K 
SPECTRUM, a superb 3D graphics adventure game! Enter 
Dracula's tomb at 30 minutes to sunset wander through the 
tomb's pre mapped 300 vaults in search o( the fabled Vampire's 
Treasure pick up valuable silver stakes and use them to defend 
yourself against the lurking horrors . ghouls, zombies, pits of 
primaeval slime See them all on the computer's plan of the tomb . 

when n will let you 1 Take a chance on a Mystery Vault . if you 
dare! And all the time the minutes are ticking by to sunset when 
Dracula rises from his coffin and comes after you! 

D (fatftlc (folfctty 

I' J M \ A M \ n .u a\ ,\M'TTTTWKm 


ForZX81 with 16K RAM . £4.96 

For 48K SPECTRUM .£5.95 

You are an Allied POW in the infamous Castle Colditz, Nazi 
for.tress tail for Allied prisoners of war! Can you escape with your 
life through the vast labyrinth of rooms to the main gate ? Tackle 
brutal Gestapo and SS guards, savage guard dogs, traps and 
pitfalls! Survive if you can the Corridor of Rats, tho Tunnel of 
Poisonous Spiders, the Vault of Human Bones and many 
more! And on your way. grab all the fabulous Nazi loot you can 

Price includes ready-to-load cassette with library case and inlay, full 
instructions, postage and packing. Order today! Money refunded if 
not delighted! 

Sand cash, P.O. or cheque to: 

\ FELIX SOFTWARE (DEPT. SP10) 

19 Leighton Avenue, Pinner, HA5 3BW. 

Member of the Computer Trade Association 


SPECTROID STORM: A fast action graphic space game. 

You dodge asteroids and zap aliens in this cosmic battle Spectrum £4.45 j 

for the stars. There are bonus points to be scored for the -- 

sharp shooter with the speedy ship. The whole of hyper-j. \ 

space lies waiting for you when you pile on the super ■ f f i 

thrust. 1 

FORTH: A full implementation allowing the full 

range of sound and colour. The only Spectrum Spectrum 14.95 

package endorsed by the Forth Interest Group and 
the one used by Sinclair User in their series on Forth. 

'. ,. well worth the price ... for a speedier Spectrum' 

Personal Computer . . . 

THE WIZARD'S WARRIORS: A fast moving game 

featuring continuous sound effects and arcade quality Spectrum £4.95 

graphics 

'a well written graphics adventure!' 

_ Home Computing Weekly . 

ADVENTURE ONE: With save game facility. Spectrum £6.95 

'a remarkably good version . .. well worth the money.' ZX81 C5.95 
_ . Sinclair I ‘scr _ 

MAZEMAN: NOW AVAILABLE FOR THE LYNX C4.95 

A fast action machine code game. Spectrum £4.95 

' . is very accurate and fast.' 

_ Which Micro _ ZX8U4.4S 

CHESS: Ten levels of play. Good graphic display. 

'... in a class of it's own.' ZX81C5..5 

. . Your Computer. . 

INVADERS: Very fast m/c action. Includes mystery ZX81 C4.45 

ship and increasingly difficult screens. 


ABERSOFT“p t P£i 


DEPT ( 
SP 

17 MAES AFALLEN, BOW ST DYFED.SY24 5BA 


























Shoaling Ihiouqh space you ere ambushed by 
Heel ol Space Zombies (lying al you in lormatk 
swooping and diving al you. Destroy them, i( y 
can! Bui in destroying them, you attract more 
the area, and the game gets progressively horde 
• Full icreen hi-rea graphics • 

• 1 or Z players * Joystick option • 
•Full sound and colour • 

•Three playing speeds • 


Graphic Adventure 


(16K) Tev 


your previous 

1, but lail 


reach Earth Station 


AVAILABLE THROUGH COMPUTER BOOKSHOPS AND W H SMITH 






Address. 


Space Zombies 
Mad Martha 


from 


New 




COSMIC RAIDERS (16K) 


SPACE ZOMBIES (16K 




MINES OF SATURN and 

RETURN TO EARTH £5,95 

Mines ol Saturn While piloting a routine orbit ol 
Saturn, you are caught up in a radiation storm 
which (orces you Into the giant planet's rings. Your 
energy drained, you make a forced landing on 
the planet's surface. Luckily you crashed near an 
abandoned mining base and you set oil in scotch ol 
some dl-llthium crystals to reluel your stranded 






s 


SPECTRUM BOOKS 


\ *2§2ii 40 BEST MACHINE CODE ROUTINES 

I A /, FOR THE ZX SPECTRUM £5 95 

a MSt ww. / k By Andrew Hewson and John Hardman. This book teaches 
i “SESt —I Ihe beginner all he needs lo know in a simple, easy-to-learn 
\ form and its an invaluable reference work lor Ihe expert too! 

\ \ SECTION A: Three chapters explaining what you need to 

\ TE8S99& \ know about Z80 machine code on the Spectrum. • How to 
\ . iQgfi an( j save maC hi n e code. • How to use the system 

\ variables. • How memory is organised • How program lines 

\ _ I f] are stored. • How to use the stack, the display, the attribute 

files. • How to call ROM Routines - where they are and what 
they do • The structure ot Z80 code - plus a valuable glossary. SECTION B: 40 
routines including, • Scroll - up. down, side lo side by pixel or by character. 

• Search and replace, token swap, string search. • Rotate character, invert 
character - horizontally and vertically. • Line renumber - including GOSUBs, 
GOTOs, RUN etc _ 

20 BEST PROGRAMS FOR THE ZX SPECTRUM £5 95 

fly Andrew Hewson Program titles include: MACHINE CODE EDITOR - Write, 
modify, extend and load machine code using this all-basic program. No need to 
use an Assembler when you have this program. INDEX FILE - Learn about fixed 
length records, save numeric and string information, add to. sort, modify, delete 
and print your records. Ideal as a computer based filing system. DUCKSHOOT - 
Leam how lo manipulate the attnbutes tile and have tun at the same time. 
GRAPHIX - Construct up to 210 graphics characters with the full on-screen 
editing facilities, enhance and modify them and recall them later to build a 
detailed display to save on cassette. SPIROMANIA - A program to stretch your 
artistic talents, imagination and ingenuity. Draws a limitless vanety ot curves and 
spirals. Plus: FOOTBALL, DIGITISER, DIARY and many more 

_CED Hewson Consultants_ 

Please send me: (tick box) 

f] 40 Best Machine Code Routines £5-95 □ 20 Best Programmes £5-95 
I Please debit my AccessWisa Account No_ 


MAD MARTHA £6,95 

Poor little Henry it Ihe hen-pecked hoio ol thh 
domestic tale. One night he can take no more. He 
steals hit wages from his wile's purse, sneaks out 
ol the house being careful not to wake the 
baby oi trip over the cat, and heads lot the blight 
lights to have some (un. Trouble is he turn out of 
money. His only way to raise some cash is to 
gamble Ns lew remaining pounds on the spinning 
wheel of the roulette table. Just as Henry is get¬ 
ting into his evening Ns wile — Mad Maltha — 
has noticed his absence. Realising Henry has 
absconded with the housekeeping she sets out alter 
Nm with an ove. Guess who! port you play in 
this happy tale - ’ That's light, you're Henry. Watch 


Ft1 . 


^ I WSA 

^^WArrf-,5. or Visa Card 

please telephone (0344) 27317 (9am-6pm) 

Please add 40p per order for post & packing 


Please make cheques'postal orders payable to PV 

I Hewson Consultants. Allow up to 14 days for delivery t \ 1 

/"pOs Post to: Hewson Consultants. 60A St Mary's Street, 
Wallingford, Oxon 0X10 0EL Tel (0491) 36307 


MIKROGEN. Dept SP. 24 Agar Crescent. Bracknell. Berkshire, RG12 2BK 
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Hl a l s l Nsflgp l 


pu*** 


All these games are available for the ZX Spectrum 48K for the incredible 
price of only £ 5.50 including P&P VAT etc. Just complete the mail 
order form for prompt dispatch by return of post. 

Arcade are committed to original game concepts so look out for new 
titles in the Arcade range. Trade enquiries welcome. Phone Orpington 
35639 anytime or write to Arcade Software Ltd, Technology House, 32 
Chislehurst Road, Orpington, Kent BR6 ODG. 



TO: ALL MAIL ORDERS 


Qty. 

Item 

Item Price 
E 

Total 

E 


















DON'T FORGET YOU CAN AL WA YS ORDER ON 
THE TELEPHONE WITH YOUR CREDIT CARD. 
TRADE ENQUIRIES WELCOME. 

•I enclose a cheooe postal O'Ml payable 10 ARCADE SOFTWARE l TO. to 
£ .. . ' Pimm charge to my AccoeaiHordaycard account no. 

c °^*“ mi i j. i.ii i i i i j i jjn 


SP10 



















































































